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SPECIFICATION 

GAME SYSTEM 

TECHNICAL FIELD 
[0001] 

The present invention relates to a game system using 
a game card. 

BACKGROUND ART 
[0002] 

The game cards have been generally trump cards, but 
various game cards, such as trading cards, etc., are 
popular mainly to adults. Recently, game systems 

combining trading card and game apparatuses are used. 
[0003] 

A game card for some game systems has patterns and 
ability data of characters printed geometrically readably 
on one side and stores characteristic expressing data 
expressing identification codes of the characters and 
characteristics of the characters in said one side (see, 
e.g., Patent Reference 1). Outside information reading 
means reads the characteristics expressing data in the 
game cards to be used in games played on the game 
apparatuses . 
[0004] 

A game card for other game systems has information 
printed on in a designed arrangement and game information 
printed on incapable of being visually understood (see 
Patent Reference 2) . The game information printed on the 
game card is read by a game apparatus to be inputted to 
the game apparatus. 

Patent Reference 1: Specification of Japanese Patent 
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Application Unexamined Publication No. 2001-334012 

Patent Reference 2: Specification of Japanese Patent 
Application Unexamined Publication No. 2002-224443 

Patent Reference 3: Specification of Japanese Patent 
Application Unexamined Publication No. 2003-117231 

Patent Reference 4: Specification of Japanese Patent 
Application Unexamined Publication No. Heill-7 6616/1999 

Patent Reference 5: Specification of Japanese Patent 
Domestic Publication No. 1999-32200 

DISCLOSURE OF THE INVENTION 

PROBLEMS TO BE SOLVED BY THE INVENTION 

[0005] 

In the conventional game system using the game 
cards, game information is simply inputted by using the 
game cards. An amusing game system which sufficiently 
utilizes the characteristics of the game cards has been 
longed. 
[0006] 

An object of the present invention is to provide an 
amusing game system which sufficiently utilizes the 
characteristics of the game cards. 

MEANS FOR SOLVING THE PROBLEMS 
[0007] 

The game system according to one aspect of the 
present invention comprises: a code reading means for 
reading in a code recorded in a card; a character 
generating means for generating a character, based on a 
combination of a plurality of codes read in by the 
reading means; and a character evaluating means for 
evaluating the generated character, the game system 
further comprising a memory means for storing at least 
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base character data which are a base for the generated 
character, first part data for forming a part of the 
character, which corresponds to a first code, and a 
plurality of second part data for forming other parts of 
the character, which correspond to a second code, the 
character generating means including: a base character 
image generating means for reading out the base character 
data and generating a base character image; a first part 
changing means which, when the first code is read in, 
reads out the first part data corresponding to the first 
code from the memory means and changes a part of the base 
character data by the readout first part data; a second 
part changing means which, when the second code is read 
in, selects and reads out, out of said plurality of 
second part data, one second part data corresponding to 
the second code and changes another part of the base 
character image by the second part data; a third part 
changing means which, when the second code is read again, 
selects and reads out one second part data out of said 
plurality of second part data other than the second part 
data selected by the second part changing means, and 
changes another part of the base character image by the 
selected second part data; and a character image 
generating means for generating a character image, based 
on the character data changed by at least any one of the 
first part changing means, the second part changing means 
and the third part changing means. 
[0008] 

The game system according to one aspect of the 
present invention comprises: an operating means operated 
by a game player; a display means for displaying a game 
image; a sound outputting means for outputting game 
sounds; an evaluation means for evaluating an operation 
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input into the operation means; and a control means for 
controlling the game, the control means including: a 
first means for displaying an image indicating an 
operation of the operation means on the game image by the 
display means; a second means for outputting a game sound 
indicating the operation of the operation means by the 
sound outputting means concurrently with the display of 
the image; and a third means for outputting an auxiliary 
game sound assisting the indication of the operation of 
the operation means from the sound outputting means 
before a prescribed period of time prior to the display 
of the image, and the evaluation means evaluating the 
operation input into the operation means, based on a 
timing of the operation input into the operation means 
and a timing of generating the game sound by the second 
means . 
[0009] 

The game system according to one aspect of the 
present invention comprises: a first operating means 
operated by a first game player; a second operating means 
operated by a second game player; a display means for 
displaying a game image; a sound outputting means for 
outputting a game sound; and an evaluation means for 
evaluating an operation input into the operation means, 
the control means including: at least one of a first 
means for outputting an image indicating an operation of 
the first operation means on the game image by the 
display means, and a second means for outputting a game 
sound indication the operation of the first operation 
means by the sound outputting means, the evaluation means 
evaluating the operation input into the first operation 
means, based on whether or not at least one of a timing 
of the operation input into the first operation means and 
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a timing of the operation input into the second operation 
means agrees with an output timing of the first means or 
the second operation means. 
[0010] 

In the above-described game system, it is possible 
that the first means or the second means of the control 
means operating the first operation means prescribed 
times, and the evaluation means evaluating the operation 
input of the first operation means, based on whether or 
not operation times of the first operation means are said 
prescribed times, whether or not operation times of the 
second operation means are said prescribed times and 
whether or not a total value of the operation times of 
the first operation means and the operation times of the 
second operation means are said prescribed times. 
[0011] 

The game system according to one aspect of the 
present invention comprises: a code reading means for 
reading in a code recorded in a card; a character 
generating means for generating a character, based on a 
combination of a plurality of codes read in by the 
reading means; and a game control means for controlling a 
game, the card having a visual mark in addition to the 
code, the game system further comprising a memory means 
for storing base character data which are a base for the 
generated character, part data forming a part of the 
character, corresponding to the code, and a mark provided 
on the card, the character generating means including: a 
specific mark indicating means for indicating a specific 
mark; a base character image generating means which reads 
out the base character data and generates a base 
character image; a part . changing means which, when the 
code is read in, reads the part data corresponding to the 
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code from the memory means and changes a part of the base 
character data by the read part data; a character image 
generating means for generating a character image, based 
on the character data changed by the part changing mean; 
and a specific mark counting means for counting the 
specific marks on the cards which have been read in to 
generate the character image, the mage control means 
controlling the game, based on a counted result of the 
specific mark counted by the specific mark counting 
means . 
[0012] 

The game system according to one aspect of the 
present invention comprises: a game control means for 
controlling a competition game in which a first character 
and a second character compete in a three-dimensional 
virtual space; a display means for picturing the three- 
dimensional virtual space with a virtual camera and 
displaying the three-dimensional space on a two- 
dimensional display monitor; and a camera control means 
for controlling a position and a focus of the virtual 
camera, the camera control means including: a first means 
for setting the position and focus of the virtual camera 
so that the competitors, the first character and the 
second character, are contained in a two-dimensional 
display monitor; and a second means for changing the 
position and the focus of the virtual camera, based on a 
competition result of the competition game so that the 
winning first character or the winning second character 
is moved toward the middle of the two-dimensional display 
monitor . 
[0013] 

In the above-described game system, it is possible 
that the camera control means includes, a third means for 
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controlling the position and the focus of the virtual 
camera to produce the surroundings of the winning first 
character or the winning second ■ character when the 
movement of the winning first character or the winning 
second character in the two-dimensional display monitor 
has reached a prescribed limit, based on a competition 
result of the competition game. 
[0014] 

In the above-described game system, it is possible 
that the camera control means includes, a fourth means 
which, when a position of the first character or the 
second character in the two-dimensional display monitor 
does not change for a prescribed period of time, controls 
the position and the focus of the virtual camera so that 
the first character or the second character is moved in 
the direction opposite to the direction of movement of 
the character by the second means. 
[0015] 

The game system according to one aspect of the 
present invention comprises: a code reading means for 
reading in a bar code recorded in a card; a character 
generating means for generating a character, based on a 
combination of a plurality bar codes read in by the 
reading means; and a character evaluating means for 
evaluating the generated character, the game system 
further comprising a memory means for storing at least 
base character data which are a base for the generated 
character, and part data for forming a part of the 
character, which corresponds to the bar code, the 
character generating means including: a base character 
image generating means for reading out the base character 
data and generating a base character image; a part 
changing means which, when the bar code is read in, reads 
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out the part data corresponding to the bar code from the 
memory means and changes a part of the base character 
data by the read out part data; and a character image 
generating means for generating a character image, based 
on the character data changed by the part changing means. 

EFFECT OF THE INVENTION 
[0016] 

The game system according to the present invention 
comprises a care reading-in means which reads in the code 
recorded in a card; a character generating means which 
generates a character, based on a combination of a 
plurality of codes read in by the reading-in means; and a 
character evaluating means which evaluates the generated 
character. The game system comprises a memory means 
which stores at least base character data which are a 
base of a character to be generated, first part data 
forming a part of the* character, corresponding to a first 
code, and a plurality of second part data for forming 
other parts of the character, corresponding to second 
codes. The character generating means includes a base 
character image generating means which reads out the base 
character data and generates a base character image, a 
first part changing means which, when the first code is 
read in, reads the first part data corresponding to the 
first code from the memory means and changes the part of 
the base character data by the first part data, a second 
part changing means which, when the second code is read 
in, selects and reads out one second part data out of 
said plurality of second part data, corresponding to the 
second code and changes another part of the base 
character image by the selected second part data, a third 
part changing means which, when a second code is read 
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again, selects and reads out one of said plurality of 
second part data other than the second part data selected 
by the second part changing means and changes another 
part of the base character image by the selected second 
part data, a character image generating means which 
generates a character image, based on the character data 
changed by at least any one of the first part changing 
means, the second part changing means and the third part 
changing means. The present invention can provide an 
amusing game system which makes the best use of the 
characteristics of the game cards . 

BRIEF DESCRIPTION OF THE DRAWINGS 
[0017] 

FIG . 1 is views of the game apparatus used in the 
game system according to a first embodiment of the 
present invention . 

FIG. 2 is a plan view, a front view and a side view 
of the card reader body of the game apparatus used in the 
game system according to the first embodiment of the 
present invention . 

FIG. 3 is a horizontal sectional view and a vertical 
sectional view of the card reader body of the game 
apparatus used in the game system according to the first 
embodiment of the present invention. 

FIG. 4 is a view illustrating the game card being 
scanned by card reader of the game apparatus used in the 
game system according to the first embodiment of the 
present invention . 

FIG. 5 is a block diagram of the information 
processing device included in the game apparatus used in 
the game system according to the first embodiment of the 
present invention . 
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FIG. 6 is views of the Hair & Makeup Card as one 
example of the game cards used in the game system 
according to the first embodiment of the present 
invention. 

FIG. 7 is views of the Dress Up Card as one example 
of the game cards used in the game system according to 
the first embodiment of the present invention. 

FIG. 8 is a view of the Footware Card as one example 
of the game cards used in the game system according to 
the first embodiment of the present invention. 

FIG. 9 is views of the Special Item Cards as an 
example of the game cards used in the game system 
according to the first embodiment of the present 
invention . 

FIG. 10 is views of card tables of the game system 
according to the first embodiment of the present 
invention (Part 1) . 

FIG. 11 is a view of a card table of the game system 
according to the first embodiment of the present 
invention (Part 2) . 

FIG. 12 is views of Oshare Majo tables of the game 
system according to the first embodiment of the present 
invention. 

FIG. 13 is views of the dance party sites in the 
game of the game system according to the first embodiment 
of the present invention. 

FIG. 14 is views of one example of the game 
proceeding of the game system according to the first 
embodiment of the present invention (Part 1) . 

FIG. 15 is views of one example of the game 
proceeding of the game system according to the first 
embodiment of the present invention (Part 2) . 

FIG. 16 is a view of the game image of the dance 
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battle of the game system according to the first 
embodiment of the present invention. 

FIG. 17 is time charts of the input timing of the 
button in the dance battle of the game system according 
to the first embodiment of the present invention. 

FIG. 18 is views of the dressing processing of the 
game of the game system according to the first embodiment 
of the present invention. 

FIG. 19 is a flow chart of the operation sequence of 
the character generating processing in the game of the 
game system according to the first embodiment of the 
present invention . 

FIG. 20 is a view explaining the dress up power 
computing method in the game of the game system according 
to the first embodiment of the present invention . 

FIG. 21 is view of the Hair & Makeup Card as one 
example of the game card used in the game system 
according to a second embodiment of the present 
invention. 

FIG. 22 is a view of the Dress Up Card as one 
example of the game cards used in the game system 
according to the second embodiment of the present 
invention. 

FIG. 23 is a view of the Footware Card as one 
example of the game cards used in the game system 
according to the second embodiment of the present 
invention. 

FIG. 24 is views of the Special Item Cards as one 
example of the game cards used in the game system 
according to the second embodiment of the present 
invention . 

FIG. 25 is views of the game images of the dressing 
game of the game system according to the second 
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embodiment of the present invention. 

FIG. 26 is a view of the game image of the dance 
battle of the game system according to the second 
embodiment of the present invention (Part 1) . 

FIG. 27 is views of the game images of the dance 
battle of the game system according to the second 
embodiment of the present invention (Part 2) . 

FIG. 28 is views explaining the button input 
judgment of the game system according to the second 
embodiment of the present invention. 

FIG. 2 9 is a flow chart of the button input judgment 
of the game system according to the second embodiment of 
the present invention (Part 1) . 

FIG. 30 is a flow chart of the button input judgment 
of the game system according to the second embodiment of 
the present invention (Part 2) . 

FIG. 31 is a view of the focus and the position of 
the virtual camera in the game of the game system 
according to the second embodiment of the present 
invention. 

FIG. 32 is a flow chart of the summarized camera 
action in the game of the game system according to the 
second embodiment of the present invention. 

FIG. 33 is a flow chart of the tug-of-war camera 
action in the game of the game system according to the 
second embodiment of the present invention. 

FIG. 34 is a flow chart of the tie processing in the 
game of the game system according to the second 
embodiment of the present invention. 

FIG. 35 is a view explaining the bonus camera action 
in the game of the game system according to the second 
embodiment of the present invention. 

FIG. 36 is a flow chart of the bonus camera action 
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in the game of the game system according to the second 
embodiment of the present invention. 

FIG. 37 is views explaining the one point camera 
action in the game of the game system according to the 
second embodiment of the present invention. 

FIG. 38 is a flow chart of the one point camera 
action in the game of the game system according to the 
second embodiment of the present invention. 

FIG. 39 is views explaining the chase camera action 
in the game of the game system according to the second 
embodiment of the present invention. 

FIG. 40 is a flow chart of the chase camera action 
in the game of the game system according to the second 
embodiment of the present invention. 

BEST MODE FOR CARRYING OUT THE INVENTION 
[0018] 

[CONVENTIONAL GAME SYSTEM] 

The applicant of the present application developed 
as a game system using game cards a game system ("The 
King of Beetles (MUSHI KING)") themed to beetle fights. 
In this game system, the game cards are read in the game 
apparatus to input data so as to play the game. On this 
game apparatus, the game is played by displaying images 
of beetles on the display monitor and moving the beetle 
images at all the angles by computer graphics. 
[0019] 

The play contents of this game system are a card 
fighting game in which beetles are fought with each 
other. As the game cards are used insect cards 

indicating kinds of the beetles and skill cards 
indicating skills in the fight. Both an insect card and 
a skill card are inputted to the card reader of the game 
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apparatus , and the fight is decided by "rock-paper- 
scissors" system. World-wide beetles pictured very 

realistic and skills made by them amuse the game players 
[0020] 

Such card fighting game in which beetles are fought 
with each other is favored by boys even in terms of the 
theme and is not intended for girls. The development of 
such game for girls has been longed. A theme favored by 
girls is dressing play, which interests girls without 
failure . 
[0021] 

The applicant of the present application has 
developed a game system ("Let's Play with MacDonald 
Touch!") using a touch panel-type game apparatus. This 
game apparatus uses a touch panel-type monitor, on which 
various game can be played by a game player simply 
touching the touch panel with the fingers. One of the 
games of this game apparatus is a game ("Beautiful 
Princess") themed to the dressing play. 
[0022] 

In this game, a girl on the display monitor is 
dressed as a game player likes and is danced in a dance 
party, and the game play enjoys the game by touching the 
monitor to change designs and colors of the girl. When 
the game player touches respective icons of hair styles, 
dresses, makeup, accessories arranged around the girl, 
images for preparing the respective items are presented, 
and the game player can change designs and colors. The 
dressing can be changed simply by touching the various 
icons displayed on the touch panel, which does not make 
the game amusing enough. 
[0023] 

In view of the circumstances of this game, the 
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inventors of the present application have developed an 
amusing game system which is themed to the dressing 
interesting girls, and utilizes the characteristics of 
the game cards. 
[0024] 

[A First Embodiment] 

The game system according to a first embodiment of 
the present invention will be explained with reference to 
the drawings. In the game system according to the 
present embodiment, the game cards illustrated in FIGs . 6 
to 9 are read in by the game apparatus illustrated in 
FIGs. 1 to 5. 
[0025] 

(Game Apparatus) 

The game apparatus used in the game system according 
to the present embodiment is illustrated in FIG. 1. FIG. 
1(A) is a front view of the game apparatus, and FIG. 1(B) 
is a side view of the game apparatus. 
[0026] 

The game apparatus 1 has a 130 cm-height vertically 
elongated chest-like body. An operation desk 2 is 
projected forward from the game apparatus 1 at the middle 
thereof. A card reader 3 is mounted on the game 
apparatus 1 at the middle thereof capably of scanning the 
game cards length-wise. Input buttons 4 which are 
operated by push are respectively provided on the 
operation desks 2 on both sides of the card reader 3. 
[0027] 

A display monitor 5 is mounted faced forward on the 
chest-like body of the game apparatus 1 upper of the 
operation desk 2. The front surface of the display 
monitor 5 is covered with a monitor cover 6. 
[0028] 
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A card exit 7 is provided in the game apparatus 1 
lower of the operation desk 2. A game card is discharged 
from a card vender 8 in the chest-like body of the game 
apparatus 1. 
[0029] 

A coin selector 9 is provided in the game apparatus 
1 lower left of the operation desk 2. A cash box 10 is 
provided lower of the coin selector 9 and left of the 
card exit 7 . 
[0030] 

A speaker 11 is provided in the game apparatus 1 
lower right of the operation desk 2. Various effective 
sounds of the game are outputted from the speaker 11. 
[0031] 

A game player inserts coins as the game money into 
the coin selector 9. When the coins are received, a 
fashion magic card which is a game card is discharged 
from the card vendor 8 into . the card exit 7. The fashion 
magic card discharged is scanned by the card reader 3 of 
the game apparatus 1, and the game player can dress a 
witch character displayed on the display monitor 5. 
[0032] 

(Card Reader) 

The card reader 3 of the game apparatus according to 
the present embodiment will be explained with reference 
to FIGs. 2 to 4 . FIG. 2(A) is a plan view of the card 
reader body 60 of the card reader 3. FIG. 2(B) is a 
front view of the card reader body 60. FIG. 2(C) is a 
side view of the card reader body 60. FIG. 3(A) is a 
horizontal sectional view of the card reader body 60. 
FIG. 3(B) is a vertical sectional view of the card reader 
body 60. FIG. 4 is a view illustrating the scan of a 
game card by the card reader 3 of the game apparatus. 
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[0033] 

The card reader 60 has a card passage groove 61 for 
a game card to be passed through formed in a certain 
depth and through both ends. A cable 63 for sending 
signals to the outside is connected to the card reader 
body 60. 
[0034] 

The card passage groove 61 of the card reader body 
60 has a groove width increased toward both end surfaces 
62 so as to facilitate the insertion of a game card at 
either of both end surfaces 62 . 
[0035] 

The bar code of a game card 2 0 can be read by 
setting the game card 20 vertically in the card passage 
groove 62 with one side end thereof in contact with the 
bottom surface 64 of the card passage groove 61, and 
sliding the game card as is set. At this time, the game 
card must be scanned in the correct posture in which the 
game card 10 is in contact with the bottom surface 64 of 
the card passage groove 61. However, the game card 20, 
which is slid with the hand of the game player, is not 
prevented from being a little tilted. 
[0036] 

The card reader body 60 of the present embodiment is 
so adjusted that a game card 20 can be correctly read 
even when titled at an angle of alpha (a) (see FIG. 
2(C)), at an angle of beta ((3) (see FIG. 2(A)) or an 
angle of theta (9) (see FIG. 2(B)). 
[0037] 

As illustrated in FIG. 3(A), a circuit substrate 65 
is disposed inside the card reader body 60. A set of a 
card detection photo-sensor 66 and a card detection light 
emitting LED 67 is disposed near each end surface 62 of 
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the circuit substrate 65. Near the respective end 
surfaces of the card passage groove 61, small holes 61a 
are provided through the card passage groove 61. The 
card detection photo-sensor 66 and the card detection 
light emitting LED 67 of each set are opposed to each 
other through the small holes 61a associated with the 
set, so that the insertion of a game card 20 at either of 
the both ends 60 is detected. 
[0038] 

An opening 61b is formed in one wall of the card 
passage groove 61 at the middle thereof. A light 
emitting lamp 68 and a reading photo-sensor 69 are 
disposed on the circuit substrate 65 inner of the card 
passage groove 61. While the card detection photo-sensor 
66 is detecting the insertion of a game card 20, the 
light emitting lamp 68 applies light through the opening 
61b to bar code columns 24a, 24b (see FIG. 6) of the game 
card 20, and the reading photo-sensor 69 reads the 
reflected light. The photo signals read by the reading 
photo-sensor 69 are analyzed by an analysis circuit (not 
illustrate) disposed on the circuit substrate 65 and 
converted to digital information as the read data of a 
bar code. The digital information is outputted to a 
control circuit on the game apparatus 1 via the cable 63 
of the card reader body 60. 
[0039] 

As illustrated in FIG. 4, a game player holds a game 
card 20 with the hand, and tilts the game card 20 toward 
one side and slides the game card 20 from the upper end 
of card reader 3 to the lower end, and the game card is 
scanned. At this time, the bar code columns 24a, 24b of 
the game card 20 must be below. The bar code columns 
24a, 24b are provided on both sides of the game card 20, 
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which permits the game card to be scanned on the front 
side or the underside. The game card 20 may be scanned 
oppositely from the lower end to the upper end. 
[0040] 

In the present embodiment, 2 sets of the card 
detection photo sensor 66 and the card detection light 
emitting LED 67 for detecting the insertion of a game 
card 20 are provided, and the light emitting lamp 68 and 
the reading photo sensor 69 are operated while a game 
card 20 is being inserted. However, it is possible that 
the light emitting lamp 68 and the reading photo sensor 
69 alone are provided, and the light emitting lamp 68 
stands by, incessantly emitting light to read the bar 
code columns 24a, 24b of the a game card 20. 
[0041] 

(Information Processing Device) 

An information processing device (game board) 
provided in the game apparatus 1 of the present 
embodiment will be explained with reference to FIG. 5. 
FIG. 5 is a block diagram of the information processing 
device 100, which is the game board. 
[0042] 

The information processing device 100 comprises a 
CPU 101 for generally controlling the system by executing 
a program, a BOOT ROM 104 for storing a program for 
actuating the information processing device 100, and a 
system memory 102 for storing a program for generating 
images to be executed by the CPU 101, other programs, 
etc. The information processing device 100 functions as 
game information processing devices of computers which 
execute the general information processing programs, 
personal computers which can execute programs, such as 
card game, etc., game apparatuses, etc. 
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[0043] 

The programs and data executed by the CPU 101 
include programs, data, etc. for controlling the game and 
programs and data for generating and controlling images 
to be displayed. In the present embodiment, the programs 
and data executed by the CPU 101 correspond to the base 
character data, part data of characters, character 
generating programs, etc. 
[0044] 

To generate display images, polygon data (summit 
data) including three-dimensional local coordinate data 
forming an ob j ect to be displayed, NURBS (Non Uniform 
Rational B-Spline) data (curved planes and control point 
data) are stored in the system memory 102, and, the CPU 
or a geometry processor (not illustrated) , the data are 
arranged in a world coordinate system in a three- 
dimensional simulated space to convert the local 
coordinates to the world coordinate system. 
[0045] 

Furthermore, view point coordinates generated 
corresponding to operations of a game player or advance 
of the game are set in the world coordinate system, an 
object present in a view range as viewed from the view 
point in a prescribed view direction and at a prescribed 
image angle are converted to a view point coordinate 
system with the view point coordinates as the origin, and 
the coordinates of the object given by the conversion are 
supplied to a rendering processor 107. 
[0046] 

The rendering processor 107 first makes 
interpolation processing, such as light source 
processing, etc., on the supplied coordinates of the 
object, and sticks texture data stored in the graphic 
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memory 108 to the object to thereby give details to the 
surface of the object. Furthermore, the rendering 

processor 107, for the display on the display monitor 5, 
projects the three-dimensional cubic object (polygons) on 
a two-dimensional plane (screen) to thereby convert the 
three-dimensional object to two-dimensional coordinate 
data (screen coordinate system) , displays earlier those 
of the polygons, whose Z coordinates are shallower, i.e., 
those of the polygons, which are nearer the view point 
coordinates to thereby generate a two-dimensional image 
and outputs the two-dimensional image to the display 
monitor 5, such as a CRT, liquid crystal display or 
others. 
[0047] 

As described above, the CPU 101 and the rendering 
processor 107 are controlled by image producing programs 
and function as an image generating means 117. 
[0048] 

The character evaluating means of the present 
embodiment is constituted by the CPU 101 and the system 
memory 102. The character generating means is 

constituted by the CPU 101, the system memory 102, the 
rendering processor 107 and a graphic memory 108. 
[0049] 

The information processing device 100 includes input 
means, such as the card reader 3 which inputs the code 
recorded in a game card, the operation switch 4, the coin 
selector 9 which detects inserted coins, etc. 
[0050] 

The information processing device 100 includes a 
backup memory 116 which stores result data of the 
interrupted game and reads out the result data to resume 
the game. 
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[0051] 

The information processing device 100 includes a 
sound processor 109 which generate sounds, and a sound 
memory 110 which stores data of generated sounds. The 
sound processor 109 generates digital signals of sounds, 
based on the data stored in the . sound memory 110 and 
converts the digital signals to analog sound by a D/A 
converter (not illustrated) and output the analog sounds 
to the speaker 11 or a headphone (not illustrated) . 
[0052] 

The information processing device 100 includes a 
program data memory and memory medium 103. The game 
program and game data stored in these memory media 103 
are read into the system memory 102, the graphic memory 
108 and the sound memory 110. 
[0053] 

The data stored in the memory media include programs 
and data for generating and controlling images to be 
displayed in addition to programs and data for 
controlling the game. 
[0054] 

These storage media include media, such as CD-ROM 
and DVD-ROM, which is optically readable, mediums, such 
as mask ROM and flash memory, which are electrically 
readable . 
[0055] 

The information processing device 100 includes a 
communication interface 111 and a modem 114, and is 
connected to networks IN via LANs and the modem 114. 
[0056] 

When coins equivalent to the game money are inserted 
in the coin selector 9, the information processing device 
100 outputs to the card dispenser 8 a pay signal for 
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paying a game card, and the card dispenser 8 pays 1 game 

card. 

[0057] 

The above-described constituent members of the 
information processing device 100 are interconnected by 
signal lines such as buses, etc. , and the output and 
input of the programs and data between the respective 
constituent members is controlled by a bus arbiter 106. 
[0058] 

(Game Card) 

Examples of the game cards used in the game system 
according to the present embodiment will be explained 
with reference to FIGs. 6 to 9. 
[0059] 

The game cards of the present embodiment are 8 8 nun- 
length and 63 mm-width thick paper cards of the so-called 
trump size. In the present embodiment, 4 kinds of game 
cards (fashion magic cards) are prepared: a Hair & Makeup 
Card for dressing the head (FIG. 6), a Dress Up Card for 
dressing the trunk (FIG. 7), a Footware Card for dressing 
the feet (FIG. 8) , and a Special Item Card for special 
dress up (FIG. 9) . 
[0060] 

(Hair & Makeup Card) 

The Hair & Makeup Card will be explained with 
reference to FIG. 6. FIG. 6(A) illustrates the front 
side of the Hair & Makeup Card 20, and FIG. 6(B) 
illustrates the underside of the Hair & Makeup Card 20. 
[0061] 

As illustrated in FIG. 6(A), the Hair & Makeup Card 
20 has an attribute column 21 indicating the attribute at 
an upper left part. In FIG. 6(A), a designed letter "H" 
is drawn in the attribute column 21. 
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[0062] 

In the upper margin of the front surface of the Hair 
& Makeup Card 20, an attribute name indication column 22 
indicating the attribute name of the card is provided. 
In FIG . 6(A), "Hair & Makeup Card" is indicated in the 
attribute column. 
[0063] 

At . a part of the front side of the Hair & Makeup 
Card 20, which is right of the attribute name indication 
column 22, an item number column indicating an item 
number of 3 places is indicated. In FIG. 6(A), "003" is 
indicated in the item number column 23. 
[0064] 

On the left margin of the front side of the Hair & 
Makeup Card 10, a bar code column 24a indicating a bar 
code for the game apparatus 1 to read the card is 
provided. 
[0065] 

At the center of the front side of the Hair & Makeup 
Card 20, a portrait column 25 indicating a face 
corresponding to the item number of the card, and a 
comment column 2 6 indicating a comment are provided. In 
FIG. 6(A), a picture of "Cleopatra" is indicated in the 
portrait column 25, and a comment "Unique Hair + Orange 
Make = Mode Girl. It will completely match with showy 
corde" is indicated in the comment column 26. 
[0066] 

In the lower margin of the Hair & Makeup Card 20, a 
title column 27 where a title corresponding to the item 
number of the card is provided. In FIG. 6(A), 

"Cleopatra" is indicated in the title column 27. 
[0067] 

As illustrated in FIG. 6(B), in the right margin of 
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the underside of the Hair & Makeup Card 20, a bar code 
column 24b indicating the bar code for the game device 1 
to read the card is provided. The bar code column 24b is 
identical with the bar code column 24a on the front side 
in the length, width and contents of the bar code. 
[0068] 

At the upper part of the underside of the Hair & 
Makeup Card 10, a game title column 28 indicating a game 
title of the present game is provided. At the center of 
the underside of the Hair & Makeup Card 20, a portrait 
column 29 indicating a typical portrait of the present 
game is provided. In FIG. 6(B), "Oshare Majo Love and 
Berry" is indicated in the game title column, and a 
portrait associated with the game title is indicated in 
the portrait column 29. 
[0069] 

On the underside of the game cards, a uniform 
picture is indicated for all different attributes, but 
different background colors are used for the different 
attributes. By seeing the backside of the game cards, a 
game play can easily recognize the attributes of the game 
cards but cannot identify the bar codes in the bar code 
columns 24b. Accordingly, a game player has the 

attribute of a game card known by a competitor by the 
underside but can use the game card without having the 
item known by the competitor. 
[0070] 

(Dress Up Card) 

The Dress Up Card will be explained with reference 
to FIG. 7. FIG. 7 illustrates the front side of the 
Dress Up Card 30. 
[0071] 

As illustrated in FIG. 7, an attribute column 31 
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indicating the attribute of the Dress Up Card 30 is 
provided at an upper left part of the front side of the 
Dress Up Card 30. In FIG. 7, a deign letter "D" is 
indicated in the heart in the attribute column 31. 
[0072] 

In the upper margin of the front side of the Dress 
Up Card 30. an attribute name indication column 32 
indicating the attribute name of the card is provided. 
In FIG. 7, "Dress Up Card" is indicated in the attribute 
name indication column 32. 
[0073] 

In the part of the front side of the Dress Up Card 
30 f which is right of the attribute name indication 
column, an item number column indicating a 3-place number 
is indicated. In FIG. 7, "001" is indicated in the item 
number column 33. 
[0074] 

In the left margin of the front side of the Dress Up 
Card 30 , a bar code column 34a indicating a bar code to 
be read by the game apparatus 1 is provided. 
[0075] 

At the center of the front side of the Dress Up Card 
30, a dress picture column 35 indicating a trunk 
corresponding to an item number of the card, and a 
comment column 36 indicating a comment are provided. In 
FIG. 7, a picture of "Cut.ie Sailor" is indicated in the 
dress picture column 35, and "Longing sailor blouse 
arranged cute. A little large ribbon on the chest is an 
attractive point" is indicated in the comment column 36. 
[0076] 

In the lower margin of the front side of the Dress 
Up Card 30, a title column 37 indicating a title 
corresponding to the item number of the card is provided. 
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In FIG. 7, "Cutie Sailor" is indicated in the title 

column 37 . 

[0077] 

On the underside of the Dress Up Card 30 is the same 
as the underside of the Hair & Makeup Card 20 illustrated 
in FIG. 6(B) but is different in the background color. 
[0078] 

(Footware Card) 

The footware card will be explained with reference 
to FIG. 8. FIG. 8 illustrates the front side of the 
Footware Card 40. 
[0079] 

As illustrated in FIG. 8, an attribute column 41 
indicating the attribute of the card is provided. In 
FIG. 8, the design letter "F" is indicated in the heart 
in the attribute column 41. 
[0080] 

In the upper margin of the front side of the 
Footware Card 40, an attribute name indication column 42 
indicating the attribute name of the card is provided. 
In FIG. 8, "Footware Card" is indicated in the attribute 
name indication column 42. 
[0081] 

At a part of the front side of the Footware Card 40, 
which is right of the attribute name indication column 
42, an item number column 4 3 indicating an item number of 
3 places is provided. In FIG. 8, "001" is indicated in 
the item number column 23. 
[0082] 

In the left margin of the front side of the Footware 
Card 40, a bar code column 44a indicating a bar code to 
be read by the game apparatus 1 is provided. 
[0083] 
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At the center of the front side of the Footware Card 
40, a shoes picture column 45 indicting the foot 
corresponding to an item number of the card, and a 
comment column 4 6 indicating a comment are provided. In 
FIG. 8, a shoe picture of "Cross Ribbon" is indicated in 
the shoes picture column 4 5, and in the comment column 
4 6, "Crossed ribbons and diamonds look super flashy. 
Match them with a nature style." is indicated. 
[0084] 

In the lower margin of the front side of the 
Footware Card 40, a title column 47 indicating a title 
corresponding to an item number of the card is provided. 
In FIG. 8, "Cross Ribbon" is indicated in the title 
column 47. 
[0085] 

The underside of the Footware Card 40 is the same as 
the underside of the Hair & Makeup Card 20 but is 
different in the background color. 
[0086] 

(Special Item Card) 

The Special Item Card will be explained with 
reference to FIG. 9. FIG. 9(A) illustrates the front 
side of the Special Item Card 50 for changing a hair 
color, and FIG. 9(B) illustrates the front side of the 
Special Item Card 50 for changing a skin color. The 
underside of the special card 50 is the same as the 
underside of the Hair & Makeup Card 20 illustrated in 
FIG. 6(B) but is different in the background color. 
[0087] 

First, the Special Item Card 50 illustrated in FIG. 
9(A) will be explained. 
[0088] 

At an upper left part of the front side of the 
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Special Item Card 50, an attribute column 51 indicating 
an attribute of the card is provided. In FIG . 9(A), the 
design letter "S" is indicated in the heat in the 
attribute column 51. 
[0089] 

In the upper margin of the front side of the Special 
Item Card 50, an attribute name indication column 52 
indicating the attribute name of the card is provided. 
In FIG. 9(A), "Special Item Card" is indicated in the 
attribute name column 52. 
[0090] 

At a part of the front side of the Special Item Card 
50, which is right of the attribute name indication 
column 52, an item number column 53 indicating an item 
number of 3 places is provided. In FIG. 9(A), "001" is 
indicated in the item number column 53. 
[0091] 

In the left margin of the front side of the Special 
Item Card 50, a bar code column 54a indicating a bar code 
to be read by the game apparatus 1 is provided. 
[0092] 

At the center of the front side of the Special Item 
Card 50, a portrait column 55 indicating a portrait 
corresponding to an item number of the card, and a 
comment column 5 6 indicating a comment are provided. In 
FIG. 9(A), 4 portraits having different hair colors are 
indicated in the portrait column 55, and in the comment 
column 56, "Miracle card for hair color change. Which 
color is the best match for your look?" is indicated. 
[0093] 

In the lower margin of the front side of the Special 
Item Card 50, a title column 57 indicating a title 
corresponding to an item number of the card is provided. 
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In FIG. 9(A), "Miracle Hair Color" is indicated in the 
title column 57. 
[0094] 

Next, the Special Item Card illustrated in FIG. 9(B) 
will be explained. 
[0095] 

"Special Item Card" is indicated in an attribute 
name indication column 52 provided in the upper margin of 
the front side of the Special Item Card 50. 
[0096] 

"002" is indicated in an item number column 53 
provided on the front side of the Special Item Card 50 on 
the right side of the attribute name indication column 
52. 

[0097] 

In the left margin of the front side of the Special 
Item Card 50, a bar code column 54a indicating a bar code 
to be read by the game apparatus 1 is provided. 
[0098] 

In a portrait column 55 provided at the center of 
the front side of the Special Item Card 50, 3 portraits 
having a sun-tanned face, a normal color face and a white 
face are indicated, and in a comment column 56, "Miracle 
card for skin tone change. Going for gal style look or 
girlie look?" is indicated. 
[0099] 

In a title column 57 provided in the lower margin of 
the front side of the Special Item Card 50, "Miracle 
Foundation" is indicated. 
[0100] 

When the Special Item Cards 50 illustrated in FIGs. 
9(A) and 9(B) are read by the card reader 3 of the game 
apparatus 1, a hair color or a skin color is changed. 
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That is, every time the Special Item Card 50 are scanned 
by the card reader 3, a hair color or a skin color is 
changed to another, and after the Special Item Cards 50 
are scanned times corresponding to the number of all the 
colors, then the first color is displayed. 
[0101] 

(Various Tables) 

For the game apparatus 1 used in the game system 
according to the present embodiment, card tables for 
storing the original data of the various game cards, and 
Oshare Majo tables for storing data (of the head, trunk, 
foot, etc.) of the Oshare Majo (Love or Berry) to be 
displayed on the display monitor are prepared to execute 
the dressing game. 
[0102] 

Four card tables are prepared for the four kinds 
(Hair & Makeup Card, Dress Up Card, Footware Card and 
Special Item Card) of the game cards (fashion magic 
cards) . The card tables are stored in the program data 
memory and memory media 103 of the information processing 
device 100 and are loaded in the system memory 102 when 
the game program is executed. 
[0103] 

Two Oshare Majo tables are prepared corresponding to 
the characters to compete with. The Oshare Majo tables 
are stored in the system memory 102 of the information 
processing device 100. 
[0104] 

(Card Tables) 

The card tables of the present embodiment will be 
explained with reference to FIGs. 10 and 11. FIG. 10(A) 
is the card table for the Hair & Makeup Card. FIG. 10(B) 
is the card table for the Dress Up Card. FIG. 11 is the 
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card table for the Footware Card- No card table is 
prepared for the Special Item Card. 
[0105] 

As illustrated in FIG . 10 (A) , the card table for the 
Hair & Makeup Card includes a code column, a model data 
name column, texture data name column, a face texture 
data name column and a name column. 
[0106] 

For example, for the Hair & Makeup Card of the code 
"001", "N-HrOOl-Bipol" is indicated in the model data 
name column; "N-HrOOl" is indicated in the texture data 
name column; "N-sFaOOl" is indicated in the texture data 
name column; and "Princess Hair" is indicated in the name 
column. 
[0107] 

For the Hair & Makeup Card of the code "002", "N- 
Hr004-Solid " is indicated in the model data name column; 
"N-Hr004" is indicated in the texture data name column; 
"N-sFa004" is indicated in the face texture data name 
column; and "Tomboy Hair" is indicated in the name 
column . 
[0108] 

For the Hair & Makeup Card of the code "00.3", "N- 
HrOll-Solid" is indicated in the model data name column; 
"N-HrOll" is indicated in the texture data name column; 
"N-sFaOll" is indicated in the face texture data name 
column; and "Girlie curly long" is indicated in the name 
column . 
[0109] 

As illustrated in FIG. 10(B), the card table for the 
Dress Up Card includes a code column, a model data name 
column, a texture data name column, accessory column and 
a name column. 
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[0110] 

For example , for the Hair & Makeup Card of the code 
"001", "G-FBOOIF-Bipol" is indicated in the model data 
name column; "G-FB001" is indicated in the texture data 
name column; and "1" is indicated in the accessories 
column; and "Elegant dress" is indicated in the name 
column . 
[0111] 

For the Hair & Makeup Card of the code "002" , "M- 
FBOOIF-Bipol" is indicated in the model name column; "G- 
FB001" is indicated in the texture data name column; "1" 
is indicated in the accessories column; and "Sparkly 
pearl dress" is indicated in the texture data name 
column. 
[0112] 

For the Hair & Makeup Card of the code "003", "M- 
FB003F-Bipol" is indicated in the model data name column; 
"M-FB003" is indicated in the texture data name column; 
"3" is indicated in the accessories column; and "Sky blue 
dress" is indicated in the name column. 
[0113] 

As illustrated in FIG. 11, the card table for the 
Footware Card includes a code column, a model data name 
column, a texture data name column, a color name column, 
a name. column and a comment column. 
[0114] 

For example, for the Footware Card of the code 
"001", "J-FS001" is indicated in the model name column; 
"J- FS001" is indicated in the texture data name column; 
"Blue" is indicated in the color column; and "Jewelry 
heels" is indicated in the name column. 
[0115] 

For the Footware Card of the code "002", "J-FS002" 
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is indicated in the model data name column; "J-FS002" is 
indicated in the texture data name column; "Red" is 
indicated in the color name column; and "Pink ribon 
heesl" is indicated in the name column. 
[0116] 

For the Footware Card of the code "003", "J-SS001" 
is indicated in the model data name column; "J-SS001" is 
indicated in the texture data name column; "Red" is 
indicated in the color name column; and "Lace-up boots" 
is indicated in the name column. 
[0117] 

No card table is prepared for the Special Item 
Cards. The Special Item Cards are "Miracle hair color" 
and "Magical hair color" for the hair color, "Miracle 
foundation" for the makeup color, "Magical time plus" for 
the play time, etc. 
[0118] 

(Oshare Majo Table) 

The Oshare Majo table of the present embodiment will 
be explained with reference to FIG. 12. FIG. 12(A) is 
the Oshare Majo table for Love, and FIG. 12(B) is the 
Oshare Majo table for Berry. 
[0119] 

As illustrated in FIG. 12(A), the Oshare Majo table 
for Love includes a part column and a details column and 
a contents column. The part includes the head (hair & 
makeup), the trunk (dress up) and foot (footware), and 
each part includes a model data name column, a texture 
data name column, etc. 
[0120] 

For example, in the Oshare Majo table for Love in 
FIG. 2(A), "N-HrOOl-Bipol" is indicated in the model data 
name column of the head part (hair & makeup):; "N- HrOOl" 
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"N-sFaOOl" are indicated in the texture data name column; 
"G-FB001F-Bipol" is indicated in the model data column of 
the trunk part (dress up) ; "G-FB001" is indicated in the 
texture data name column; "J-FS001" is indicated in the 
model name column; and "J-FS001" is indicated in the 
texture data name column. 
[0121] 

The Oshare Ma jo table for Berry is the same as the 
Oshare Majo table for Love, and as illustrated in FIG. 
12(B), a part column, a details column and a contents 
column are provided. The part includes the head (hair & 
makeup), the trunk (dress up) and foot (footware) , and 
each part includes a model data name column, a texture 
data name column, etc. 
[0122] 

For example, in the Oshare Majo table for Love in 
FIG. 2(B), " J-Hr004-Solid" is indicated in the model data 
name column of the head part (hair & makeup) ; "N- Hr004" 
"N-sFa004" are indicated in the texture data name column; 
"M-FB003F-Bipol" is indicated in the model data column of 
the trunk part (dress up) ; "M-FB003" is indicated in the 
texture data name column; "J-SS001" is indicated in the 
model name column; and "J-SS001" is indicated in the 
texture data name column. 
[0123] 

(Dressing Processing based on the various Tables) 
The dressing processing based on the above described 
various table will be explained. 
[0124] 

First, the Dress Up Card (D) is read, and based on 
the code, the category and the item number are 
recognized. 
[0125] 
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Subsequently, the model name, texture data name are 
referred to the card table of the Dress Up Card (D) , and 
the model data, the texture data are developed from the 
flash memory ROM into the system memory 102. 
[0126] 

Then, the information is stored in the Oshare Majo 
table, and the model and texture to be displayed are 
transferred from the system memory 102 to the graphic 
memory 108 and are displayed on the display monitor 5. 
[0127] 

Next, the Hair & Makeup Card (H) is read, and based 
on the code, the category and the item number are 
recognized. 
[0128] 

Subsequently, the model data name and the texture 
name are referred to the card table of the Hair & Makeup 
Card (H) , and the model data and texture data are 
developed from the flash ROM to the system memory 102. 
[0129] 

Then, the information is stored in the Oshare Majo 
table, and the model and the texture to be displayed are 
transferred from the system memory 102 to the graphic 
memory 108 and are displayed on the display monitor 5. 
[0130] 

Next, the Footware Card (F) is read, and based on 
the code, the category and the item number are 
recognized. 
[0131] 

Subsequently, the model data name and the texture 
data name are referred to the card table of the Footware 
Card (F), and the model data and the texture data are 
developed from the flash ROM to the system memory 102. 
[0132] 
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Then, the information is stored in the Oshare Majo 
table, and the model and the texture to be displayed are 
transferred from the system memory 102 to the graphic 
memory 108 and are displayed on the display monitor 5. 
[0133] 

Then, the Special Item Card (S) is read, and based 
on the code, the category name and the item number are 
recognized . 
[0134] 

Subsequently, the category name is referred to the 
card table of the Special Item Card (S) , and the 
necessary model data and texture data are developed from 
the flash ROM to the system memory 102. 
[0135] 

Then, the information is stored in the Oshare Majo 
table, and the model and the texture to be displayed are 
transferred from the system memory 102 to the graphic 
memory 108 and are displayed on the display monitor 5, 
[0136] 

(Summary of the Game) 

The game will be summarized by means of the game 
system according to the present embodiment. The game of 
the present embodiment is the so-called dressing game 
using the game cards . 
[0137] 

When a game player inserts coins into the game 
apparatus 1, 1 fashion magic card, which is the game 
card, is emitted, and the dressing game is started. The 
game player dresses the character by using the emitted 
game card and the game cards she has already owned so as 
to compete while enjoying various dressings. 
[0138] 

In the game, two characters (Love and Berry) , 
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fashionable girl witches (Love and Berry) who are usually 
in good terms but are rivals in dressing up are staged. 
The game player applies cosmetics to and dresses either 
of the girls and competes in her dance. 
[0139] 

One of the girls, Love, is a fourteen year-old witch 
who is a little shy but bright and lovely and is 
characterized as a girl who makes people feel like 
assisting her. Love is a cute girl who likes dressing up 
and becomes competitive in dressing up. 
[0140] 

The other girl, Berry, is a fourteen year-old girl 
who is wise and cool and is characterized as a lady-like 
girl of a rich family. Berry is a girl of the lady-like 
type who also becomes competitive in dressing up and 
likes lady-like dressing. 
[0141] 

In the game of the present embodiment, the fashion 
magic cards, which are the game cards, used to dress up 
the characters and making them dance well in various 
dance parties to thereby compete in making them 
outstanding from the other character. 
[0142] 

Sites of the dance parties are set at a street 
court, a ball and an idol stage. FIG. 13 illustrates 
examples of images displayed on the display monitor 5 of 
the game apparatus .1 in the step of the dance party. 
FIG. 10(A) is the image of the street court where the 
characters dance, FIG. 10(B) is an image of the ball 
where the dance party is held; and FIG. 10(C) is the 
image of the idol stage where the characters dance. 
[0143] 

In the game of the present embodiment, based on the 
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concept that the dressing must be suitable to TPO, the 
dressing is different for the places where the characters 
dance . 
[0144] 

For example, when the dance is performed on the 
street (FIG. 13(A)), the dance on the street is performed 
outdoors and in daytime, and is a hip-hop dance party. 
It is important that the dressing is casual and 
fashionable . 
[0145] 

When the dance is performed in the dance hall (FIG. 
13(B)), the dance party is performed in a castle at 
night, and it is important that the characters must wear 
formal dresses and dance a waltz with a nice gentleman. 
[0146] 

When the dance is performed on the idol stage (FIG. 
13(C)), the idol stage is an idol contest by a TV 
station. It is important that the characters present a 
furi furi dance in cute dresses on the indoor stage in 
the evening golden time. 
[0147] 

(Example of the Game Progress) 

An example of the game progress will be explained 
with reference to FIGs. 14 and 15. FIGs . 14 and 15 
illustrate the game images and dialogues sequentially 
displayed on the display monitor 5. 
[0148] 

First, a game player inserts coins which is a game 
money in the game apparatus 1. The game image (FIG. 
14 (A) ) is displayed on the display monitor 5 of the game 
apparatus 1, and 1 fashion magic card is emitted from the 
game apparatus 1 (Step P01) . 
[0149] 
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Next, the game image (FIG. 14(B)) is displayed on 
the display monitor 5 of the game apparatus 1, and the 
game player pushes the input button 4 on the side 
belonging to either of the witches she likes to select 
either of the 2 witches (Love and Berry) (Step P02) . 
When the game player chooses either of the witches, the 
game is started. In this case, Witch Love is selected, 
and the game image (FIG. 14 ( B 1 ) ) in which the character 
of the selected Witch Love appears and greets. 
[0150] 

Then, a game image (FIG. 14(C)) that Witch Berry 
calls Witch Love still sleeping is displayed. The 
dialogue of the Berry is "Are you still sleeping?" is 
displayed on the display monitor 5. 
[0151] 

Next, a game image of the dance party (FIG. 14(D)) 
is displayed on the display monitor 5 of the game 
apparatus 1. The dialogues following the dialogue on the 
phone, "We have promised to go to dance the party today." 
"We will go to the castle dress up decently. I will 
never lose today." is displayed on the display monitor 5 

(Step P04) . 

[0152] 

Next, a guide image (FIG. 14(E)) which guides the 
game player to insert the fashion magic card so as to 
help Witch Love dress up is displayed on the display 
monitor 5 of the game apparatus 1. The dialogue of Witch 
Love "Terrible! All help me dress up!" is displayed on 
the display monitor 5 (Step P05) 
[0153] 

Then, the game player selects one (Dress Up Card) 
out of the fashion magic cards she owns, which will make 
up the dressing for the dance party and inputs the card 
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in the card reader 3 of the game apparatus 1. 
[0154] 

Here, when the fashion magic card which makes up the 
dressing unsuitable for the dance party is inputted, the 
dialogue "It's a dance party, you know!" and the game 
image (FIG. 14 (F) ) guiding another game card to be 
inputted are displayed (Step P06) . 
[0155] 

Then, the game player inserts the fashion magic card 
which makes the dressing suitable for the dance party, 
the game image (FIG. 14(G)) of dressed-up Witch Love is 
displayed together with the dialogue "Yes, Maybe good" on 
the display monitor 5 of the game apparatus 1 (Step P07). 
[0156] 

Next, when the dressing up of Witch Love is decided, 
the fashion magic card of the next attribute (Hair & 
Makeup Card) is inputted in the card reader 3 of the game 
apparatus 1. Then, a game image (FIG. 15(A)) indicating 
that all have been prepared to go to the dance party is 
displayed on the display monitor 5 of the game apparatus 
1 (Step P08) . 
[0157] 

Next, a game image which is warped in the dance hall 
(FIG. 15(B)) is displayed on the display monitor 5 of the 

game apparatus 1 (Step P09) . The dialogue of Witch 

Berry "Love, you are late!" is displayed. 
[0158] 

Next, the game image indicating the dress up power 
of Witch Love and Witch Berry in the dance hall is 
displayed on the display monitor 5 of the game apparatus 
1 (Step P10) . 
[0159] 

Then, the dance battle starts in the dance hall. In 
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the dance battle, the game player pushes the input button 
4 well in time with a dance music outputted from the 
speaker 13 while watching the game image (FIG. 15(D)) 
displayed on the display monitor 5 of the game apparatus 
1 (Step Pll) . When the input button 4 is pushed in good 
timing, the judged result displayed on the game image is 
indicated by O, and the judged result is indicated by X 
when the input button 4 is not pushed in good timing. 
Concurrently therewith, the cool points of a cool 
indicator is increased or decreased (Step Pll) . 
[0160] 

When the game player operating Witch Love 
successively fails in the timing input with the input 
button 4 in the dance battle, Witch Love is dispelled 
from the magic, and the game image of Witch Love in the 
initial pajamas (FIG. 15(E)) is displayed on the display 
monitor (Step P12) . 
[0161] 

Then, the indicator of the dance battle is not 
increased until the game player operating Witch Love 
inputs in good timing with the input button 4, and the 
game image that Witch Love dances in the pajamas in the 
dance party is displayed on the display monitor 5 of the 
game apparatus 1 (Step P13) . 
[0162] 

Then, if the indicator of the rival, Witch Berry 
becomes maximum meanwhile, the game is over, and the game 
image that Witch Love has lost is displayed on the 
display monitor 5 of the game apparatus 1 (Step P14) . 
Witch Berry, who has won the dance battle, proceeds to 
the next stage. 
[0163] 

(Dance Battle) 
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The dance battle of Step Pll of the game progress 
described above will be detailed with reference to FIG. 
16. FIG. 16 is a game image of the dance battle. 
[0164] 

In the dance battle, a game player pushes the input 
button 4 of the game apparatus in time with a dance music 
outputted from the speaker 13 while watching the game 
image (FIG. 16) displayed on the display monitor 5 of the 
game apparatus 1 . 
[0165] 

In the dance battle image 80 in FIG. 16, the street 
is the site of the dance battle, and the 2 witches (Love 
and Berry) perform the dance battle in dresses prepared 
by the fashion magic. 
[0166] 

On the dance battle image 80, the respective 
characters 72a, 72b are displayed side by side, and the 
indicators 81a, 81b of the cool points of the respective 
characters are displayed length-wise. Dress up power 
values calculated based on various parameters which will 
be described later are displayed together with the witch 
names (Love and Berry) upper left and upper right on the 
image. The dress up power "200" is indicated for Witch 
Love, and the dress up power "170" is indicated for Witch 
Berry here. 
[0167] 

For the dance battle image 80, the input button 4 is 
pushed in time with a dance music. A game player cheers 
Love or Berry to keep her dressed up. While Love or 
Berry are being kept dressed up, the "cool point" goes on 
increasing with time. The increase varies depending on 
the cool point and the correctness of the timing of 
pushing the input button 4 . 
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[0168] 

When the input button 4 is not pushed in correct 
timing prescribed times or for a prescribed period of 
time, the dressed witch is returned to the pajamas. 
While the witch is wearing the pajamas, the cool point is 
not increased. 
[0169] 

Input judgment columns 82a, 82b are provided 
respectively lower left and lower right on the dance 
battle image 80. When the input button 4 can be pushed 
well in time with a dance music, the O mark is indicated 
in the input judgment column 82a, 82b, and the X mark is 
indicated in the input judgment parts 82a, 82b when the 
input button 4 cannot be pushed in time with the dance 
music. When the input button 4 can be pushed well, the 
"cool point" in the indicator 81a, 81b is raised, but 
when the input button 4 is not pushed well, the "cool 
point" in the indicator 81a, 81b is not raised. 
[0170] 

(Input Timing of the Input Button) 

The timing of pushing the input button 4 in the 
dance battle of Step Pll of the game progress described 
above will be detailed with reference to FIG. 17. FIG. 
17 is the time chart of the timing of pushing the input 
button. 
[0171] 

From the speaker 13 of the game apparatus 1, a 
quadruple time music shown in FIG. 17(A) and a base music 
shown in FIG. 17(B) are flowing. A game player must push 
the input button 4 in good timing with the quadruple time 
music shown in FIG. 17(A). 
[0172] 

In the music of the time shown in FIG. 17(A), the 
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sound "Tan" R of the tambourine is outputted every 4 
times, and a rustle sound "Shaka" r, for example, is 
outputted a little before the sound "Tan" outputted every 
4 times. Successfully, the game player pushes the input 
button 4 at the time of the sound "Tan" R, but in the 
present embodiment, when the game player pushes the input 
button 4 in a period of time S including before and after 
the output of the sound "Tan" R, the input is judged to 
be "Success". When the game player pushes the input 
button 4 at a timing which is off the period of time S, 
the input is judged to be "Failure". 
[0173] 

If a game player pushes the input button 4 when she 
hears the sound "Shaka" r, which is outputted 1 time 
before the sound "Tan" R, the input is within the period 
of time S and judged to be "Success". Even infants can 
easily become good at the dance battle. 
[0174] 

After a prescribed period of time has passed from 
the start of the dance battle, or when both game players 
are pushing the input buttons 4 in good timing even if 
the prescribed period of time has not passed, the 
intervals of both times are shortened to increase the 
difficulty of the battle. 
[0175] 

( Dressing Processing) 

The dressing processing of the game of the game 
system according to the present embodiment will be 
detailed with reference to the game images illustrated in 
FIG. 18. 
[0176] 

The dressing processing of the. game of the present 
embodiment corresponds to Steps P05, P06 and P07 
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illustrated in FIG . 14 and Step P08 illustrated in FIG. 
15. 

[0177] 

The game image of FIG. 18(A) is the dressing home 
image 70 of the dressing processing. In the dressing 
processing, the fashion magic card is scanned to dress a 
selected character . 
[0178] 

The background 71 of the dressing home image 70 
illustrated in FIG. 18(A) is a dance site. The image of 
the dance site is in advance displayed so that the game 
player can imagine the dressing, because the point of the 
dressing is to make the character outstanding in the 
dance site. The dance site is a street illustrated in 
FIG. 13(A), a dance hall illustrated in FIG. 13(B) or an 
idol stage illustrated in FIG. 13(C). 
[0179] 

At the center of the dressing home image 70 of FIG. 
18 (A) , Witch Love, a character 72a and Witch Berry, a 
character 72b are displayed. An indicator 73a of the 
dress up power value of Love is indicated upper left on 
the dressing home image 70, and an indicator 73b of the 
dress up power value of Berry is displayed upper right on 
the dressing home image 70. 
[0180] 

Here, when a game player selects Love on the left 
side, Love, who has just got up, is displayed in the 
character 72a wearing pajamas and slippers with the 
unkempt hair and without makeup. Berry, the character 
72b is displayed, completely dressed. »???» ± s indicated 
for the dress up power value of Love, "250" is indicated 
for the dress up power value of Berry. The game player 
dresses Love, copying the character 72b of Berry on the 
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right side of the dressing home image 70. 
[0181] 

A clock 74 which indicates a remaining time for the 
dressing, is indicated at the middle of the upper margin 
of the dressing home image 70. Dressing icons H, D, F, S 
of the 4 kinds of attributes of the game cards are 
indicated on the left side of the dressing home image 70. 
[0182] 

A telop indication column 7 6 is provided at a lower 
part of the dressing home image 70. When no fashion 
magic card is inputted for a prescribed period of time 
from the time when the dressing home image 70 has been 
displayed, letters which guide the game player to insert 
a fashion magic card "Scan dressing card", "Press button 
once you're done dressing up" are displayed. 
[0183] 

Then, the dressing processing which is made when the 
game player inserts the fashion magic card in the game 
apparatus 1 will be explained. 
[0184] 

The game player inserts one of the fashion magic 
cards she owns, which she .thinks is suitable for a dance 
stage in TPO into the card reader 3 of the game apparatus 
1 to input the selected fashion magic card, and the 
dressing icons 75, which is of the attribute of the 
scanned fashion magic card is enlarged. 
[0185] 

When the game player inserts the Hair & Makeup Card 
20, the icon H of the dressing icons 75 is enlarged. The 
hair & makeup image 77 of FIG. 18(B) takes the place, and 
the head is zoomed up, and the character 72a, Witch Love 
is dressed with the hairdo and cosmetics of the inputted 
Hair & Makeup Card 20 while spinning, and the icon H is 
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set. Then, after prescribed seconds, e.g., 4 seconds, 
the image is returned to the dressing home image 70. 
[0186] 

When the game player inserts the Dress Up Card 30 to 
input the Dress Up Card 30, the icon D of the dressing 
icons is enlarged, and the dress up image 78 of FIG. 
18(C) takes the place. The character 72a is zoomed down, 
and the entire of the character 72a is displayed. While 
spinning, the character 72a, Witch Love is dressed in the 
clothes of the inputted Dress Up Card 30, and the icon D 
is set. Then, after prescribed seconds, e.g., 4 seconds, 
the image is returned to the dressing home image 70. 
[0187] 

When the game player inserts the Footware Card 40 to 
input the Footware Card 40, the icon F of the dressing 
icons 75 is enlarged, and the footware image 70 of FIG. 
18(D) takes the place. The Legs are zoomed up, and the 
character 72a, Witch Love steps like a model, and she 
wears the shoes of the inputted Footware Card 40. The 
icon F is set. After prescribed seconds, i.e., 4 
seconds, the image is returned to the dressing home image 
70. 

[0188] 

When the game player inserts the Special Item Card 
50 to input the Special Item Card 50, the icon S of the 
dressing icons 75 is enlarged, and the image 
corresponding to the content of the special dressing 
takes the place. 
[0189] 

For example, the Special Item Card 50 for the 
miracle hair color of FIG. 9(A), which changes the hair 
color, is scanned, the hair & makeup image 77 of FIG. 
18(B) takes the place. The hair color is changed, and 
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the icon S is set. After prescribed seconds, e.g., 30 
seconds, the Special Item Card 50 is scanned again to 
thereby change the hair color to the next color. 
[0190] 

(Character Generating Processing) 

The character generating processing of the game of 
the game system according to the present embodiment will 
be explained with reference to FIG. 19. FIG. 19 is the 
flow chart of the operation sequence of the character 
generating processing of the present embodiment. 
[0191] 

As described above, the game system according to the 
present embodiment includes, for the execution of the 
dressing game, the card tables for storing the original 
data of the respective game cards (FIGs. 10 and 11), and 
the dressing witch tables for storing the data (of head, 
legs, etc.) of the Oshare Majo (Lover or Berry) displayed 
on the monitor. 
[0192] 

The card tables are stored in the program data 
memory device and memory medium 10 of the information 
processing device 100 and are loaded into the system 
memory 102 when the game program is executed. The Oshare 
Majo tables are stored in the system memory 102. 
[0193] 

Initially, the Oshare Majo table stores prescribed 
base character data (of the head, trunk, feet, etc.). 
The base character data are model data name, texture data 
name, etc. of parts which make up the character having 
unkempt hair and wearing pajamas and slippers. 
[0194] 

First, the model data and texture data are read by 
using as the key the model data name and the texture data 
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name which are base character data stored in the Oshare 
Ma jo table to generate a base character image, and the 
base character image is displayed on the display monitor 
5 (Step SOI) . The base character image is stored, 
divided corresponding to the respective part data, 
whereby when the part data are changed by the processing 
which will be described later, the data may be replaced 
corresponding to the respective part data, which makes it 
easy to change the data. 
[0195] 

Next, the timer count is started to make a game 
player to input the card in a prescribed period of time 
to thereby start counting time to be taken for the 
character generating processing (Step S02) . 
[0196] 

Next, it is judged whether the code of the game card 
read by the card reader 3 of the game apparatus 1 is the 
first code or the second code (Step S03) . 
[0197] 

The first codes are assigned to the fashion magic 
cards 20, 30 40 of attributes H, D, F and are for the 
part data forming the head, trunk, feet of the character, 
e.g., model data of hairdos, clothes, hat, shoes, etc. 
The first codes are stored in the system memory 102 each 
associated with each of these model data. 
[0198] 

The second codes are assigned to the fashion magic 
card 50. The second codes assigned to the Special Item 
Card (attribute S) are for a plurality of categories, 
e.g., hair colors, skin colors, accessories, etc. The 
second codes are stored in the system memory, each 
associated with each of the categories of hair colors, 
skin colors and accessories, etc. 
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[0199] 

The first codes and the second codes are different 
from each other in that the first codes are associated 
with the model data 1 vs. 1, but the second codes are 
associated with the categories 1 vs . 1. The categories 
of hair colors, skin colors, accessories, etc. are 
related to a plurality of the model data, and the second 
codes are associated with a plurality of model data. 
[0200] 

In order to make more variations of the character 
images in generating the character images, more kinds of 
game cards are necessary. However, a larger number of 
game cards makes it difficult to select and input desired 
game cards within a required period of time. The part 
data of the major parts forming the character images are 
associated with the first codes 1 vs . 1, and the second 
codes assigned to the auxiliary parts forming the 
characters are associated with the part data many vs. 1, 
whereby every time one code is inputted, a selected 
auxiliary part can be sequentially changed. Thus, even 
with a small number of game card, various character 
images can be generated. 
[0201] 

When it is judged that the first code has been read 
in Step S03, Step S04 follows, and the part data 
corresponding to the code is read from the system memory, 
and the corresponding part of the base character data is 
changed to the read part data. For example, when the 
code of face data is read by the game card, the data of 
the face of the base character image is replaced by the 
face data corresponding of the code. 
[0202] 

Hereafter, in Step S03, when another code of the 
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face data is read, the data of the face of the base 
character image is replaced by the face data of the code. 
[0203] 

In Step S03, when it is judged that the second code 
has been read, Step S05 follows, where it is judged based 
on read times data stored in the memory how many times 
the second code has been read (Step S05) . 
[0204] 

In Step S05, it is judged that the second code has 
been read 0 time, the read times data is renewed to once 
(Step S06) . 
[0205] 

When it is judged that the second code has been read 
once or more (n times) , the read times data is renewed to 
n+1 times (Step S07) . 
[0206] 

Step S03 is followed by Step S08, where it is judged 
whether or not the renewed read times has arrived at 
maximum times (MAX) of a changeable model data of the 
category (hair color, skin color, accessories, etc.) 
corresponding to the second code (Step S08). 
[0207] 

In Step S08, it is judged that the renewed read 
times have arrived at the maximum times (MAX) , the read 
times are reset at 0 time. Thus, the game card is 
continuously inserted for the code input to thereby 
repeatedly change the changeable model data. 
[0208] 

Next in Step S10, the part data corresponding to the 
read time value of the category corresponding to the 
second code in Step SOS is selected, and the 
corresponding part data of the base character image is 
replaced by the part data. 
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[0209] 

Next in Step Sll, the character image reflecting the 
changes made in Step S04 and Step S10 is generated. 
[0210] 

Next, it is judged whether or not a timer value 
whose count was started in Step S02 has arrived at a 
prescribed value (time limit) (Step S12) . 
[0211] 

When it is judged that the time value has not 
arrived at the prescribed value, the step is returned to 
Step S03- Again in Step S03, it is judged which code has 
been read by using the game card, and the steps of 
replacing the part of the character are repeated until 
the timer value arrives at the prescribed value. 
[0212] 

When it is judged in Step S12 that the time value 
has arrived at the prescribed value, the time count is 
stopped, and the value is reset. In Step S13, the value 
of the read times of reading the second code I the memory 
is returned to 0. Thus, the part data to be first 
selected in generating the character next is the same, 
whereby in selecting the parts, desired part data can be 
selected only by counting an input times of the codes 
even without seeing the character image. 
[0213] 

By the processing described above, the character 
image corresponding to the input game cards can be 
generated. 
[0214] 

Next, in Step S14, a character evaluation value of 
the character image of the game player is computed based 
on all the part data. finally changed corresponding to the 
input codes . 
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[0215] 

The character evaluation value is computed by 
setting classification information, e.g., casual, sexy, 
etc. for the part data of each category, and adding an 
evaluation value when it is judged that the part data of 
the same classification has been selected in each 
category and subtracting the evaluation value when it is 
judged that the part data of different classifications 
are mixed. It is also possible that a game player is 
informed of the classifications of casual, sexy, etc., 
and the evaluation value may be added based on numbers of 
the part data corresponding to the informed 
classifications . 
[0216] 

(Dress up power Computing Method) 

The method of computing the evaluation value (dress 
up power) of the character image generated by the 
character generating processing of the game of the game 
system according to the present embodiment will be 
explained with reference to FIG. 20. FIG. 20 is an 
explanatory view of the method for evaluating the dress 
up power. The fashion magic cards of different item 
numbers are a little different in the contents. In FIG. 
20, for convenience, the game cards of the same attribute 
are illustrated by the same images so as to simplify the 
illustration. 
[0217] 

The point of the dressing is to be conspicuous in 
the dance hall. The dress up power is determined by 
combinations of the game cards of the 3 kinds (H, D, F) 
of attributes of the head (hairdo, makeup) , trunk 

(clothes) and foots (shoes) . 

[0218] 
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The basic value of the respective fashion magic 
cards is the same, and the dress up power value is 
computed based on (a) the compatibility the game cards 
with the site, (b) the compatibility of the game cards 
with the character (Lover or Berry) , (c) the 
compatibility of the game cards with each other, etc. 
[0219] 

As illustrated in FIG. 20, 12 kinds of the Hair & 
Makeup Cards (H) 20 are prepared fro item numbers 110 to 
012. The contents of the Hair & Makeup Cards are 
different for the item numbers, but the same image is 
illustrated for convenience. 
[0220] 

24 kinds of Dress Up Cards (D) 30 are prepared from 
the item numbers 001 to 024. The contents of the Dress 
Up Cards are different fro the item numbers but are 
illustrated by the same image for convenience. 
[0221] 

12 kind of Footware cards (F) are prepared for the 
item numbers 001 to 012. The contents of the Footware 
cards are different for the item number but are 
illustrated by the same image for convenience. 
[0222] 

In the Special Item Cards (S) 50, although not 
illustrated, the attributes (H, D, F) of the game cards 
set corresponding to the item numbers are set as 
parameters . 
[0223] 

The dress up power (P) is computed based on the 
basic value (F(YH), F (YD) , F(YF) of the respective game 
cards (YH, YD, YF) , and the parameters of the various 
compatibilities ((a) the compatibility f(Y,K) of the game 
card (Y) with the site (K) ; (b) the compatibility f(Y,C) 



- 55 - 



of the game cards (Y) with the character (C) (Lover or 
Nelly); and (c) the compatibility f(Y,Y) of the game 
cards (Y) with each other) . On example of the 

computation formula for computing the dress up power (P) 
is described below. 
[0224] 

P = F(YH) + F (YD) + F(YF) 

+ f(Y,K) + f(Y,C) + f ( Y, Y) 

A game player competes in the dress up power by 
using the game cards to increase the dress up power 
value. Normally, a game player cannot always 

idealistically dress up the character by using the 
fashion magic cards she owns. The game player competes 
in dressing the character near idealistic by making the 
best use of the fashion magic cards she own. 
[0225] 

(Compatibility of Game cards with sites) 
The compatibility of the game cards with the sites 

in computing the dress up power will be explained. 

[0226] 

The dress up power value is basically determined by 
the combinations between the game cards and the 3 kinds 
of attributes (head (hairdo, makeup) , trunk (clothes) , 
foots (shoes) ) . However, the point of the dress up power 
in the game of the present embodiment is to be 
conspicuous in the dance sites. 
[0227] 

Then, for the game cards of the same item number, 
parameter of different dress up powers corresponding to 
the sites (street, dance hall and idol stage) are set. 
This is the compatibility of the game cards with the 
sites . 
[0228] 
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For example, when a hairdo of a Hair & Makeup Card 
20 is compatible with the street but incompatible with 
the dance hall, a higher parameter is set for the 
combination between the hairdo & makeup and the street, 
and a lower parameter is set for the combination between 
the hairdo & makeup and the dance hall. 
[0229] 

(Compatibility of Game Card with Character) 
The compatibility of the game card with the 

character in computing the dress up power will be 

explained. 

[0230] 

For the Dress Up Card (D) 30, 24 Dress Up Cards (D) 
are related to 2 witches, Witch Love and Witch Berry in 
terms of the character; cute (boyish) clothes match with 
Witch Love, and lady-like clothes match with Witch Berry. 
This is the compatibility of the game cards with the 
character (Love or Berry) . 
[0231] 

In the Dress Up Card (D) 30, 18 kinds of game cards 
corresponding to item numbers 007 to 024 are set suitable 
for the cute-type Witch Love, and 12 kinds of game cards 
corresponding to item numbers 007 to 0018 are set 
suitable for the lady-like type Witch Berry. 12 kinds of 
game cards corresponding to item number 007 to 018 are 
set suitable for both of Witch Love and Witch Berry. 
That is, the clothes corresponding to a Dress Up Card 30 
are, suitable for Witch Love but unsuitable for Witch 
Berry. ■ Thus, different parameters are set for 

combinations between the Dress Up Cards and the witch. 
[0232] 

(Compatibility of Game Cards with Each Other) 
The compatibility of the game cards with each other 
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in the dress up power computation will be explained. 
[0233] 

In the dress up power computation, correlation 
parameters are set for combinations of the fashion magic 
cards with each other. Correlation parameters for the 
Dress Up Card (D) combinations with the Hair & Makeup 
Card (H) and with the footware card (F) are set. 
[0234] 

For the Hair & Makeup Cards (H) , several stages of 
parameters of the hairdos being suitable for the clothes 
of the Dress Up Cards (D) are set. 
[0235] 

For the Footware Cards (F) , several stages of 
parameters of the footware being suitable for the clothes 
of the Dress Up Cards (D) are set. 
[0236] 

In the present embodiment, no correlation parameters 
are set for the combinations of the Hair & Makeup Cards 
(H) and the Footware Cards (F) . For the Special Item 
Cards (S) , no correlation parameters are set for the 
combinations with the other game cards. 
[0237] 

[A Second Embodiment] 

The game system according to a second embodiment of 
the present invention will be explained with reference to 
the drawings. 
[0238] 

(Game Cards) 

Examples of the game cards used in the game system 
according to the present embodiment are illustrated in 
FIGs. 21 to 24. 
[0239] 

The game cards of the present embodiment are thick 
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88 mm-length and 63 mm-width paper cards of the so-called 
trump size. In the present embodiment, 4 kinds of game 
cards (fashion magic cards) are prepared; a Hair & Makeup 
Card for dressing the head (FIG. 21), a Dress Up Card for 
dressing the trunk (FIG. 22) , a Footware Card for 
dressing feet (FIG. 23) , and a Special Item Card for 
special dressing up (FIG. 24). 
[0240] 

The game cards of the present embodiment have lucky 
colors set in addition to the elements of the game cards 
of the first embodiment. Out of 8 lucky colors, 1 to 4 
kinds of lucky colors are set on each game card. The 
card table (FIGs. 10 and 11) of each game card has a 
lucky color column, and the lucky color set for each game 
card is indicated. 
[0241] 

(Hair & Makeup Card) 

The Hair & Makeup Card will be explained with 
reference to FIG. 21. FIG. 21(A) illustrates the front 
side of the Hair & Makeup Card, and FIG. 21(B) illustrate 
the underside of the Hair & Makeup Card 20. 
[0242] 

As illustrated in FIG. 21(A), an attribute column 21 
indicating the attribute of the card is provided upper 
left on the front side of the Hair & Makeup Card 20. In 
FIG. 21(A), the design letter "H" is indicated in the 
attribute column 21. 
[0243] 

In the upper margin of the front side of the Hair & 
Makeup Card, an attribute name indication column 22 is 
provided. In FIG. 21(A), "Hair & Makeup Card" is 
indicated in the attribute name indication column 22. 
[0244] 
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At the part of the front side of the Hair & Makeup 
Card 20, which is right of the attribute name indication 
column 22, an item number column 23 indicating an item 
number of 3 places - 3 places is provided. In FIG. 
21(A), "001-04A" is indicated. 
[0245] 

At the center of the front side of the Hair & Makeup 
Card 20 , a bar code column 24a indicating a bar code to 
be read by the game apparatus 1 is provided. The bar 
code in the bar code column 24a has the bar contacted to 
the left edge. 
[0246] 

At the center of the front side of the Hair & Makeup 
Card 20, a portrait column 25 indicating a face part 
corresponding to the item number of the card, and a 
comment column 2 6 indicating a comment are provided. In 
FIG. 21(A), a picture "silky long" is indicated in the 
portrait column 25, and "All around, classic hairdo. Be 
sophisticated with natural make up." is indicated in the 
comment column 26. 
[0247] 

Below the item number column 23 at the upper right 
part of the front side of the Hair & Makeup Card 20 , a 
title column 27a indicating a title corresponding to the 
item number of the card is provided. In FIG. 21(A), 
"Flowing long hair" is indicated in the title column 27a. 
[0248] 

In lower margin of the front side of the Hair & 
Makeup Card 20, a name column 27b indicating a name 
corresponding to an item number of the Card is provided. 
In FIG. 21(A), "SARASARA LONG" is indicated in the name 
column 27b. 
[0249] 
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In right margin of the front side of the Hair & 
Makeup Card 20, a game title column 28a indicating the 
game title of the present game is provided. In FIG . 
21 (B) , "Oshare Majo Love & Berry" is indicated in the 
game title column 28a. 
[0250] 

Below the title column 27a at the upper right part 
of the front side of the Hair & Makeup Card 20, a lucky 
color indicating part 121 indicating the lucky color of 

the card is provided. In FIG. 21(A), "Lucky^Color LoveO 
Berry O" is indicated in the lucky color indicating part 
121. 
[0251] 

In the circles of "LoveO BerryO", the lucky colors 
of the respective witches are indicated. The luck colors 
are 8 . The lucky color is inputted by scanning the game 
card 20 by the card reader 3 of the game apparatus 1 to 
be reflected in the game competition which will be 
described later. 
[0252] 

For example, in calculating the dress up power 
value, a power value corresponding to the obtained lucky 
colors is added. For example, a value given by 

multiplying a number of the lucky colors by 10 points may 
be added to the fashionable power value. 
[0253] 

As illustrated in FIG. 21(B), in the right margin of 
the underside of the Hair & Makeup Card 20, a bar code 
column 24b indicating a bar code for the game apparatus 1 
to read the bar code is provided. The bar code column 
24b corresponds to the bar code column 24a on the front 
side of the Hair & Makeup Card 20, and the length, width 
and contents of the bar code are same. The bar of the 
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bar code in the bar code column 24b contacts the left 

edge of the card 20. 

[0254] 

At an upper part of the underside of the Hair & 
Makeup Card, a game name column 28 indicating the game 
title of the present game is provided. At the center of 
the underside of the Hair & Makeup Card 20, a portrait 
column 2 9 indicating a typical image of the present game 
is provided. In FIG . 21(B), "Oshare Majo Love and Berry" 
is indicated in the game name column 28, and a portrait 
of a uniform picture is indicated in the portrait column 
29. 

[0255] 

At a lower part of the underside of the Hair & 
Makeup Card 20, a white name column 122 for the owner of 
the game card to write the name is provided. 
[0256] 

The undersides of the game cards of even different 
attributes have the uniform picture but have different 
background colors corresponding to the attributes. When 
a game player looks at the game card, she can easily 
which attribute the card has but cannot easily recognize 
the difference of the bar code. Thus, a game player has 
the attribute of the game card recognized by the 
competitor but can use the game card without the item 
being recognized by the competitor. 
[0257] 

(Dress Up Card) 

The Dress Up Card will be explained with reference 
to FIG. 22. FIG. 22 illustrates the front side of the 
Dress Up Card 30. 
[0258] 

As illustrated in FIG. 22, at an upper left part of 
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the front side of the Dress Up Card 30, an attribute 
column 31 indicating the attribute of the card is 
provided. As illustrated in FIG. 22, in the attribute 
column 31, the design letter "D" is indicated in the 
heart . 
[0259] 

In the upper margin of the front side of the Dress 
Up Card 30, an attribute name indication column 32 
indicating the attribute name of the card is provided. 
In FIG. 22, "Dress Up Card" is indicated in the attribute 
name indication column 32. 
[0260] 

At a part of the front side of the Dress Up Card 30, 
which is right of the attribute name indication column 
32, an item number column 33 indicating the item number 
of a 3 places - 3 places number is provided. In FIG. 22, 
"001-04A" is indicated in the item number column 33. 
[0261] 

In the left margin of the front side of the Dress Up 
Card 30, a bar code column 34a indicating the bar code 
for the game apparatus 1 to read is provided. The bar of 
the bar code in the bar code column 34a contacts the left 
edge. 
[0262] 

At the center of the front side of the Dress Up Card 
30, a clothes picture column 35 indicating the trunk 
corresponding to the item number of the card, and a 
comment column 36 are provided. In FIG. 22, the picture 
of "Lovely Strawberry" is indicated in the clothes 
picture column 35, and "Strawberry ribbon is very cute. 
If you want to outstand, it's the point to use clear 
color." is indicated in the comment column 36. 
[0263] 
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Below the item number column 33 at the upper right 
part of the front side of the Dress Up Card 30, a title 
column 37a indicating the title corresponding to the item 
number of the card is provided. In FIG. 22, "Lovely 
Strawberry" is indicated in the title column 37a. 
[0264] 

In the lower margin of the front side of the Dress 
Up Card 30, a name column 37b indicating the name 
corresponding to the item number of the card is provided. 
In FIG. 22/ "LOVELY STRAWBERRY" is indicated in the name 
column 37b. 
[0265] 

On the right margin of the front side of the Dress 
Up Card 30, a game title column 38a indicating the game 
tile of the present game is provided, In FIG. 22, 
"Osharemajo Love & Berry (Oshare Majo Love and Berry)" is 
indicated in the game title column 38a. 
[0266] 

Below the name column 37a on the upper right of the 
fronts side of the Dress Up Card 30, a lucky color 
indicating part 131 indicating the lucky color of the 
card is provided, In FIG. 22, "Lucky ^ Color O O " is 
indicated in the lucky color indication column 131. 
[0267] 

Lucky colors, white and red are indicated 
respectively in the circles of " O O " - The lucky colors 
are 8. The lucky colors are inputted by the game card 3 
being scanned by the card reader 3 of the game apparatus 
1 and are reflected in the competition game, which will 
be described later. 
[0268] 

The underside of the Dress Up Card 30 is the same as 
the underside of the Hair & Makeup Card 20 illustrated in 



- 64 - 



FIG. 22(B) but is different in the background color. 
[0269] 

(Footware Card) 

The Footware Card will be explained with reference 
to FIG. 23. FIG. 23 illustrates the front side of the 
Footware Card 40. 
[0270] 

As illustrated in FIG. 23, on the upper left of the 
front surface of the Footware Card 40, an attribute 
column 41 indicating the attribute of the card is 
provided. In FIG. 23, the design letter "F" is indicated 
in the heart in the attribute column 41. 
[0271] 

In the upper margin of the front surface of the 
Footware Card 40, an attribute name indication column 42 
indicating the attribute name of the card is provided. 
In FIG. 23, "Footware Card" is indicated in the attribute 
name column 42. 
[0272] 

At a part of the front side of the Footware Card 40, 
which is right of the attribute name indication column 
42, an item number column 43 indicating the item number 
of a 3 places - 3 places number is provided. In FIG. 23, 
"001-04A" is indicated in the item number column 43. 
[0273] 

In the left margin of the front side of the Footware 
Card 40, a bar code column 44a indicating the bar code 
for the game apparatus 1 to read the card is provided. 
The bar of the bar code in the bar code column 44a 
contacts the left edge. 
[0274] 

At the center of the front side of the Footware Card 
40, a shoes image column 45 indicating the legs 
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corresponding to the item number of the card, and a 
comment column 4 6 indicating a comment are provided. In 
FIG. 23, the picture of "platform pink sneakers" is 
indicated in the shoes image column 45, and "Loose socks 
and platform sneakers are the best combination! Match 
the colors to make you legs look longer." is indicated in 
the comment column 46. 
[0275] 

Below the item number column 43 at the upper right 
of the front side of the soft ware card, the name 
corresponding to the item number of the card is provided. 
In FIG. 23, "Thick Sole Pink Sneaker" is indicated in the 
name column 47a. 
[0276] 

In the lower margin of the front side of the 
Footware Card 40, a name column 47b indicating the name 
corresponding to the item number of the card is provided. 
In FIG. 23, "ATSUZOKO PINK SNEAKER (THICK SOLE PINK 
SNEAKER)" is indicated in the name column 47b. 
[0277] 

In the right margin of the front side of the 
Footware Card 40, a game title column 48a indicating the 
game title of the present game is provided. In FIG. 23, 
"Oshare Ma jo Love & Berry" is indicated in the game title 
column 4 8a. 
[0278] 

Below the name column 4 7a on the upper right of the 
front side of the Footware Card 40, a lucky color 
indication column 141 indication the lucky color of the 
card is provided. In FIG. 23, "Lucky it Color O " is 
indicated in the lucky color indication column 141. 
[0279] 

The lucky color, pink is indicated in the circle. 
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The lucky colors are 8 colors. The lucky color is 
inputted by the game card 4 0 being scanned by the card 
reader 3 of the game apparatus 1 and is reflect in the 
competition game, which will be described later, 
[0280] 

The underside of the Footware Card 4 0 is the same as 
the underside of the Hair & Makeup Card 20 illustrated in 
FIG. 22(B) but is different in the background color. 
[0281] 

(Special Item Card) 

The Special Item Card will be explained with 
reference to FIG. 24. In the present embodiment, the 
Special Item Card 50 has 4 kinds of miracle foundation, 
magical hair color, miracle hair color and magical time 
plus. FIG . 24(A) illustrates the front side of the 
Special Item Card 50 of the magical hair for changing the 
hair color, and FIG. 24(B) illustrates the front side of 
the Special Item Card 50 of the magical time plus for 
increasing the input time. The underside of the special 
miracle card 50 is the same as the underside of the Hair 
& Makeup Card 20 illustrated in FIG. 6(B) and is 
different in the background color. 
[0282] 

First, the Special Item Card illustrated in FIG. 
24(A) will be explained. 
[0283] 

On the upper left of the front side of the Special 
Item Card 50, an attribute column 51 indicating the 
attribute of the card is provided. In FIG. 24(A), the 
design letter "S" is indicated in the heart in the 
attribute column 51. 
[0284] 

In the upper margin of the front side of the Special 
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Item Card 50 , an attribute name indication column 52 
indicating the attribute name of the card is provided. 
In FIG. 24 (A) , "Special Item Card" is indicated in the 
attribute name column 52. 
[0285] 

At a part of the front side of the Special Item Card 
50, which is right of the attribute name indication 
column 52, an item number column 53 indicating an item 
number of 3 places - 3 places is provided. In FIG. 
24 (A) , "002-04A" is indicated in the item number column 
53. 

[0286] 

In the left margin of the front side of the special 
card item 50, a bar code column 54a indicating a bar code 
for the game apparatus 1 to read is provided. The bar of 
the bar code in the bar code column 54a contacts the left 
edge . 
[0287] 

At the center of the front side of the Special Item 
Card 50, a design picture column 55 indicating a design 
image corresponding to the item number of the card, and a 
comment column 56 indicating a comment are provided. In 
FIG. 24(A), pictures of "portraits of 4 heads having 
different hair colors, green, purple, black and yellow" 
are indicated in the design image column 55, and "Magical 
card for hair color change. Which color would you seek 
for your style?" is indicated in the comment column 56. 
[0288] 

Every time this Special Item Card 50 is scanned by 
the card reader 3, the hair color of the character is 
changed. In other words, every time the special item 
hard 50 is scanned, the hair color is changed to the next 
color, and when the Special Item Card 50 has been scanned 
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for all the colors, then the hair color is returned to 

the first hair color. 

[0289] 

Below the item number column 53 on the upper right 
of the front side of the Special Item Card 50 , a name 
column 57a indicating the name corresponding to the item 
number of the card is provided. In FIG. 24 (A) , "Magical 
Hair" is indicated in the name column 57a. 
[0290] 

In the lower margin of the front side of the Special 
Item Card 50 , a name column 57b indicating the name 
corresponding to the item number of the card is provided. 
In FIG. 24 (A) , "Magical hair color" is indicated in the 
name column 57b. 
[0291] 

In the right margin of the front side of the Special 
Item Card 50 , a game title column 58b indicating the game 
title of the present game is provided. In FIG. 24(A), 
"Osharemajo Love & Berry" is indicated in the game title 
column 58a. 
[0292] 

Below the name column 57a on the upper right of the 
fronts side of the Special Item Card 50, a lucky color 
indication column 151 indicating the lucky color of the 

card is provided. In FIG. 24(A), "LuckyiirColorOOOO " is 
indicated in the lucky color indication column 151. 
[0293] 

Four kinds of lucky colors are indicated in the "OO 
OO". The lucky colors are 8 colors. The lucky colors 
are inputted by the game card 50 being scanned by the 
card reader 3 of the game apparatus 1 and are reflected 
in the game competition, which will be described later. 
[0294] 
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Next, the Special Item Card illustrated in FIG. 24 
will be explained. 
[0295] 

On the upper left of the front side of the Special 
Item Card 50 , an attribute column 52 indicating the 
attribute of the card is provided. In FIG. 24(B), the 
design letter "S" is indicated in the heart in the 
attribute column "S". 
[0296] 

In the upper margin of the front side of the Special 
Item Card 50, an attribute name indication column 52 
indicating the attribute of the card is provided. In 
FIG. 24(B), "Special Item Card" is indicated in the 
attribute name column 52. 
[0297] 

At a part of the front side of the special card 50, 
which is on the right of the attribute name indication 
column 52, an item number column 53 indicating an item 
number of the number of 3 places - 3 places is provided. 
In FIG. 24(B), "004-04A" is indicated in the item number 
column 53. 
[0298] 

In the left margin of the front side of the Special 
Item Card 50, a bar code column 54a indicating a bar code 
to be read by the game apparatus 1 is provided. The bar 
of the bar code in the bar code column 54a contacts the 
left edge. 
[0299] 

At the center of the front side of the Special Item 
Card 50, a portrait column 55 indicating a portrait 
corresponding to an item number of the card, and a 
comment column 56 indicating a comment are provided. In 
FIG. 24(B), a design of "Alarm Clock" is indicated in the 
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portrait column 55, and in the comment column 56, "This 
magical card extends the dress up time. Take time to 
finish up your look and get point," is indicated. 
[0300] 

When a game player causes the magic card 20 to be 
scanned by the card reader 3, the input must be made in a 
prescribed period of time . The Special Item Card 50 is 
used when the input period of time must be extended. 
When the Special Item Card 50 is scanned by the card 
reader 3, the input period of time is increased by 
prescribed time. However, the special card 50 can be 
used only once for one input. 
[0301] 

Below the item number column 53 on the upper right 
of the front side of the Special Item Card 50, a number 
column 57a indicating the name corresponding to the item 
number of card is provided. In FIG. 24 (B) , "Magical time 
plus" is indicated in the name column 57a. 
[0302] 

In the lower edge of the front side of the Special 
Item Card 50, a name column 57b indicating the name 
corresponding to the item number of the card is provided. 
In FIG. 24 (B) , "Magical time plus" is indicated in the 
name column 57b. 
[0303] 

In the right margin of the front side of the Special 
Item Card 50, a game tile column 58b indicating the game 
title of the present game is provided. In FIG. 24(B), 
"Oshare Ma jo Love & Berry" is indicated in the game title 
column 58b. 
[0304] 

Below the name column 57a upper right on the front 
side of the Special Item Card 50, a lucky color 
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indication column 141 indicating the lucky color of the 
card is provided. In FIG. 24(B), "Lucky Color O " is 
indicated in the lucky color indication column 151. 
[0305] 

A lucky color is indicated in the " O " . The lucky 
color has 8 colors. The lucky color is inputted by the 
game card 50 being scanned by the card reader 3 of the 
game apparatus 1 and is reflected in the game 
competition, which will be described later. 
[0306] 

The other Special Item Card, the miracle hair color 
card and the miracle foundation card have the same 
design, and they are not illustrated. 
[0307] 

"OOOO" is indicated in the lucky color indication 
column 151 of the miracle hair color card. Red, pink, 
orange and white are indicated in the respective circles 
corresponding to the hair colors of the portraits. 
[0308] 

"OOOO" is indicated in the luck color indication 
column 151 of the miracle foundation card, and orange, 
white and black colors are indicated in the respective 
circles . 
[0309] 

(Lucky Color) 

The lucky color of the game of the game system 
according to the present embodiment will be explained 
with reference to FIG. 25. 
[0310] 

To start the dressing game, a game player selects 
Love or Berry to be dressed, and the game image of FIG. 
25(A) is displayed on the display monitor 5 of the game 
apparatus 1. 



- 72 - 



[0311] 

FIG. 25(A) illustrates the starting image of the 
dressing game. In a guide indication 161 at the upper 
part of the game image, on which stage the dressing game 
is played is indicated by "I'll go to the street court!", 
and in the game lucky color column 162 below the guide 
column 161, the lucky colors for the dressing game to be 
played (game lucky colors) are indicated by "Today's 
luckyi^colors are OOi". 
[0312] 

The game lucky color, and a number of the game lucky 
colors are selected by the game apparatus 1 at random. 
In the game image of FIG. 25(A), the 2 colors indicated 
in "OO" in the game lucky color column 162 are the game 
lucky colors. 
[0313] 

In the dressing game of the present embodiment, the 
same dressing processing as in the first embodiment is 
made, and independently thereof, the lucky color are 
judged. When the game player inputs, for the scan, the 
game card for the dressing, it is judged whether or not 
the lucky color set in the game card is identical with 
one of the game lucky colors, and the number of the 
identical colors is counted. 
[0314] 

In the dressing game of the present embodiment, 
considering the indicated game lucky colors, the game 
player sees the lucky colors indicated on the sides of 
the fashion magic cards 20, 30, 40, 50 and selects one of 
the cards, and inputs the card for the scan. 1-4 lucky 
colors are set in the fashion magic cards 20, 30, 40, 50, 
and if one of the game cards 20, 30. 40, 50 has the lucky 
color identical with either of the game lucky colors, the 
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game player gives the card the priority of being used. 
[0315] 

Every time the game player inputs the game card 20, 
30, 40, 50 for the scan, the game image of FIG. 25(B) is 
displayed. A dress up power value, and a mark indicating 
its standard are indicated in the dress up power column 
163 by "Dress up power 237 ©" at the lower center of the 
game image of FIG . 25(B), and in the lucky color judgment 
column 164 lower the dress up power column 163, the 
result of the lucky color judgment of the game card 
inputted for the scan is indicated by "Lucky X". 
[0316] 

The marks indicating the dress up power in the dress 
up power column 163 are set to be, e.g., "<§>", "O", "A", 
and "X" in the sequence of larger dress up power values. 
[0317] 

In the lucky color judgment column 164, when the 
lucky color of the game card inputted for the scan is 
identical with a game lucky color, "O" is indicated, and 
when the lucky color of the game card inputted for the 
scan is not identical, "X" is indicated. 
[0318] 

In the present embodiment, 4 kinds of the game cards 
(fashion magic cards) are prepared. The Hair & Makeup 
Card (H) for dressing the head, the Dress Up Card (D) for 
dressing the trunk, the Footware Card (F) for dressing 
the foot and the Special Item Card (S) for special 
dressing are prepared. 
[0319] 

In the present embodiment, the lucky colors which 
can be inputted are different depending on the attributes 
of the game cards. 
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[0320] 

With the Hair & Makeup Card (H) for dressing the 
head, 2 kinds of lucky colors for the hair color and the 
skin color can be inputted. The lucky colors of the Hair 
& Makeup Card (H) are basic, but hair & makeup colors can 
be inputted also with the 3 special cards (S) , the 
miracle hair color cord, the magical hair color card and 
the miracle hair color. 
[0321] 

The lucky color of the hair color is decided by the 
hair color of the Hair & Makeup Card (H) . Then, the hair 
color is changed by inputting for the scan the Special 
Item Card (S) of the miracle hair color card or the 
magical hair color card, and the lucky color is 
accordingly changed. 
[0322] 

The lucky color of the skin color is decided by the 
skin color of the Hair & Makeup Card (H) . Then, the skin 
color is changed by inputting the Special Item Card (S) 
of the miracle foundation card, and the lucky color is 
accordingly changed . 
[0323] 

With the Dress Up Card (D) for dressing the trunk, 1 
kind of lucky color for the clothes can be inputted. The 
color of the clothes is changed by inputting the Special 
Item Card (S) for the scan, and the lucky color is 
accordingly changed. 
[0324] 

With the Footware Card (F) for dressing the foot, 1 
kind of lucky color for the shoes can be inputted. The 
color of the shoes is changed by inputting for the scan 
the Special Item Card (S) , and the lucky color can be 
accordingly changed. 
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[0325] 

All the parts are dressed by using the game cards, 
and 2 kinds of the lucky color for the head, 1 kind of 
lucky color for the trunk and 1 kind of lucky color of 
the foot, totally 4 kinds of lucky colors at most can be 
inputted. 
[0326] 

When the dress up power is totally judged, the lucky 
color judgment is indicated for numbers of the lucky 
colors. For example, " X " is indicated for no lucky 
color; "A", for 1 lucky color; " O " , for 2 lucky colors; 
"®", for 3 lucky colors; and "flower®", for 4 lucky 
colors. The lucky color judgment may be indicated by 2- 
stage indication of "X" for no lucky color and "O" for 
at least 1 lucky color. 
[0327] 

(Dance Battle) 

The dance battle of the game of the game system 
according to the present embodiment will be explained 
with reference to FIGs. 26 to 30. In the present 
embodiment, a game player can be assisted in man vs. 
computers dance battle by other peoples in the input 
operation. Assuming that the game players are infants 
and school children, their parents assist them in the 
input operation. 
[0328] 

(Dance Battle Image) 

FIG. 26 illustrates the game image 80 of the dance 
battle and the 2 input buttons 4a, 4b disposed 
respectively on the left and the right on the operation 
desk 2 of the game apparatus 1. 
[0329] 

In the dance battle image 80 of FIG. 26, the street 
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is the site, and 2 witches (Lover and Berry) who have 
been dressed up by the fashion magic compete in the dance 
battle . 
[0330] 

In the dance battle image 80, the characters 72a, 
72b are displayed side by side, and the indicators 81a, 
81b of the "cool point" are displayed length-wise. The 
dress up power values 73a, 73b computed based on the 
various parameters which will be described later are 
indicated together with the witch names (Lover & Berry) 
on the upper left and the upper right of the image. The 
dress up power of Witch Love is "247", and the dress up 
power of Witch Berry is "150" here. 
[0331] 

Below the indicators 81a, 18b on the upper left and 
the upper right of the image, cool point indication 
columns 84a, 84b indicating the current cool point in 
figures in circles. The cool point of Witch Lover is 
"240", and the cool point of Witch Berry is "150" here. 
[0332] 

On the right of the cool point indication column 
84a, an input judgment column 82a indicated by "Button 1" 
and an input judgment column 83a indicated by "Button 2" 
are provided. On the left of the cool point indication 
column 84b on the right, an input judgment column 82b 
indicated by "Button 1" and an input judgment column 83b 
indicated by "Button 2" are provided. The input judgment 
columns 82a, 82b indicated by "Button 1" are displayed 
larger than the input judgment columns 83a, 83b indicated 
by "Button 2". 
[0333] 

It is assumed that when a main game player operates 
Witch Love 72a on the left side of the dance battle image 
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80, the main game player, an infant operates the input 
button 4a on the left side of the operation desk 2, and 
the mother of the infant, etc. operates the input button 
4b on the right of the operation desk 2. The input 
button 4a on the left of the operation desk 2 corresponds 
to the large input judgment column 82a indicated by 
"Button 1", and the input button 4b on the right of the 
operation desk 2 corresponds to the small input judgment 
column 83a indicated by "Button 2". 
[0334] 

It is assumed that when a main game player operates 
Witch Berry 72b on the right side of the dance battle 
image 80, the main game player, an infant operates the 
input button 4b on the right side of the operation desk 
2, and the mother of the infant, etc. operate the input 
button 4b on the right of the operation desk 2. The 
input button 4b on the right of the operation desk 2 
corresponds to the larger input judgment column 8 2b 
indicated by "Button 1", and the input button 4a on the 
left of the operation desk 2 corresponds to the input 
judgment column 83b indicated by "Button 2". 
[0335] 

Based on whether or not the main player and the sub- 
player have pushed the input buttons 4a, 4b on the 
operation desk 2 in good timing, "O" "X" are indicated in 
the input judgment columns 82a, 82, 83a, 83b. The input 
timing judgment will be detailed below. 
[0336] 

(Button Input Judgment (Part 1)) 

One example of the button input judgment of the game 
system according to the present embodiment will be 
explained with reference to FIG. 27. 
[0337] 
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In the dance battle image 80, game players push the 
input buttons 4a, 4b in accordance with music and a time. 
The game players cheer Love or Berry to maintain Love or 
Berry dressed up. While Love or Berry are kept dressed 
up, the "cool point" goes up with time. The increase 
changes depending on values of the dress up power and the 
correctness of the timing of pushing the input buttons 
4a, 4b. 
[0338] 

FIG. 27 illustrates images in the battle. A game 
player operates Witch Love on the left side in the dance 
battle image 80, and a computer operates Witch Berry on 
the right side. 
[0339] 

FIG. 27(A) illustrates an image displayed when the 
game player pushes the button 1 in good timing, and the 
computer pushes the button 1 in out of timing. The 
computer does not actually push the button 1, and 
internal processing is made. An O mark is indicated in 
the input judgment column 82a of the game player side, 
and an X mark is indicated in the input judgment column 
82b on the computer side. Operational inputs are made by 
no sub-player, and no marks are indicated in the input 
judgment columns 83a, 83b on both sides. 
[0340] 

FIG. 27(B) illustrates an image displayed when, on 
the game player side, the main player pushes the button 1 
in good time, and the sub-player also pushes the button 2 
in good time; and, on the computer side, the main player 
pushes the button 1 in good time, and the sub-layer also 
pushes the button in good time. The computer does not 
actually push the button 1 and the button 2, and the 
internal processing is made. On the game player side, 
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the O mark is indicated in the input judgment column 82a, 
and the O mark is indicated in the input judgment column 
83a; and on the computer side, the O mark is indicated in 
the input judgment column 82b, and the O mark is 
indicated in the input judgment column 8 3b. The game 
player side and the computer side have the same result, 
and "Even" is indicated upper of the indication of 
"Push". 
[0341] 

The indications of the input judgment columns 82a, 
82b corresponding to inputs made by the button 1 by the 
main player and the button 2 on the player side, and the 
indications of the indicator 81a and the cool point 
indication column 84a will be explained. 
[0342] 

When the input made by the main player with the 
button 1 is successful, and the input made by the sub- 
player with the button 2 is successful, the O mark is 
indicated in both of the input judgment columns 82a, 83a. 
The indications of the indicator 81a and the cool point 
indication column 84a are increased by 1 point. 
[0343] 

When the input made by the main player with the 
button 1 is successful, and the input made by the sub- 
player with the button 2 is unsuccessful, the O mark is 
indicated I the input judgment column 82a of the main 
player, and in the input judgment column 8 3a of the sub- 
player, nothing is indicated. The indications of the 
indicator 81a and the cool point indication column 84a 
are both increased by 1 point. 
[0344] 

When the input made by the main player with the 
button 1 is unsuccessful, and the input made by the sub- 
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player with the button 2 is unsuccessful, the X mark is 
indicated in the input judgment column 82a of the main 
player, and in the input judgment column 83a of the sub- 
player, nothing is indicated. The indications of the 
indicator 81a and the cool point indication column 84a 
are not changed at all . 
[0345] 

When the input made by the main player with the 
button 1, and the input made by the sub-layer with the 
button is unsuccessful, the X mark is indicated in the 
input judgment column 82a of the main player, and in the 
input judgment column 83a of the sub-player, nothing is 
indicated. The indications of the indicator 81a and the 
cool point indication column 84a, nothing is indicated. 
[0346] 

As described above, when either of the main player 
and the sub-layer is successful, points of the indicator 
81a and the cool point indication column 84a are 
increased. Points of the indicator 81a and the cool 
point indication column 8 4a are not changed without 
increases only when both the main player and the sub- 
player are unsuccessful. The 0 mark is indicated in the 
input judgment column 83a of the sub-player when the sub- 
player is successful, but when the sub-player is 
unsuccessful, nothing is indicated. 
[0347] 

The indications of the input judgment columns 82b, 
83b corresponding to the input made by the main player 
with the button 1 and by the sub-player with the button 2 
on the computer side, and the indications of the 
indicator 81b and the cool point indication column 84b 
will be explained. 
[0348] 



- 81 - 



When the input made by the main player with the 
button 1 is successful, the 0 mark is indicated in the 
input judgment column 82b. The points of the indicator 
81a and the cool point indication column 84a are both 
increased by 1 point. When the input made by the main 
player with the button 1 is unsuccessful, the X mark is 
indicated in the input judgment column 82b. The points 
of the indicator 81a and the cool point indication column 
84a are not changed. In the input judgment column 83b, 
nothing is indicated. 
[0349] 

(Button Input Judgment (Part 2)) 

Another example of the button input judgment of the 
game system according to the present embodiment will be 
explained with reference to FIGs . 28 to 30. 
[0350] 

In the dance battle image 80, the input buttons 4a, 
4b are pushed in accordance with indications of "Push" in 
the image, which guides game players to push the input 
buttons. To push the input buttons 4a, 4b in accordance 
with a single indication of "Push" requires skill and is 
difficult for school children and infants. 
[0351] 

Then, in the present embodiment, conditions for 
judging the input successful are set as follows: As 
illustrated in FIG. 28, "Push" is indicated continuously 
a plurality of times (FIG. 28(A)). The duration in which 
"Push" is continuously indicated is an OK range (FIG. 
28 (B) ) , and the inputs made by pushing the input buttons 
4a, 4b in any timing in the OK range is judged 
successful. When times of the push of the input buttons 
4a, 4b in the OK range is identical with times of the 
indication of "Push" in the OK range, the inputs are 
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judged successful . Furthermore, times of the push of the 
input buttons 4a, 4b in the OK range can be attained by 
the cooperation of the main player and the sub-player. 
[0352] 

As exemplified in FIG. 28(A), when the indication of 
"Push" are made continuously 5 times, either of the main 
player and the sub-player pushes the input buttons 4a, 4b 
just 5 times, the input is judged "successful". When the 
main player pushes 3 times, and the sub-player pushed 
twice, i.e., the total times of the push of the input 
buttons 4a, 4b by the main player and the sub-player is 5 
times, the input is judged "successful" as the 
cooperational play of the main player and the sub-player. 
The cases other than these cases are judged 
"unsuccessful" . 
[0353] 

When the indication of "Push" is made continuously 3 
times as illustrated in FIG. 28(A), either of the main 
player and the sub-player pushes the input button 4a, 4b 
just 3 times, the input is judged "successful". When the 
main player pushes once, and the sub-player pushes twice, 
i.e., the total of the times of the push of the input 
buttons 4a, 4b by the main player and the sub-player in 
the OK range is 3 times, the input is judged "successful" 
as the cooperative play of the main player and the sub- 
player. The cases other than these cases are judged 
"unsuccessful" . 
[0354] 

The present example of the button input judgment 
will be further detailed with reference to FIGs . 29 and 
30. FIGs. 29 and 30 are the flow chart of the button 
input judgment. 
[0355] 
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In the present example, to start the dressing game, 
a game player selects on a selection image one of the 
game modes, the assist play, the cooperative play and the 
competitive play. 
[0356] 

To start the button input judgment, the OK flags 
(PI, P2) of the input buttons 4a, 4b are set at the 
initial value (Step S20) . 
[0357] 

Next, it is judged whether or not the input with the 
input button 4a on 1 Player Side (the main player side) 
has been made (Step S21) . When the input on 1 Player 
Side has been made, it is judged whether or not the input 
is in the OK range (Step S22) . When the input on 1 
Player Side has been made in the duration in which the 
indication of "Push" is being made, i.e., the OK range, 
the OK flag (PI) of the input button 4a is 1 (Step S23) . 
[0358] 

In Step S21, when the input is not made on 1 Player 
Side, or in Step S22, when the input is not in the OK 
range, it is judged whether or not the input on 2 Player 
Side has been made (Step S24) . 
[0359] 

When the input has been made on 2 Player Side, it is 
judged whether or not the input is in the OK range (Step 
S25) . When the input on Player Side is in the OK range, 
the OK flag (P2) of the input button 4b is 1 (Step S26) . 
[0360] 

In Step S24, when the input is not made on 2 Player 
Side, or in Step S25, when the input is not in the OK 
range, it is judged whether or not the present game mode 
is the cooperative play, the assist play or the 
competitive play, in which 2 game players compete (Step 
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S27) . 
[0361] 

In Step S27 , when the current game mode is judged to 
be the assist mode, it is judged whether or not the value 
of the OK flag (PI) or the OK flag (P2) is 1 (Step S28). 
[0362] 

When neither of the OK flags are "1", "BAD" is 
indicated on the player character, and the game player is 
judged to have failed in the button operation (Step S29) . 
[0363] 

When either of the OK flag is "1", "OK" is indicated 
on the payer character, and the game player is judged to 
have succeeded in the button operation, and 1 point is 
added to the cool point (Step S31) . Based on the results 
in Step S29 and Step S31, the indication effect of 
success is made on the image (Step S50) , and the judgment 
is completed. 
[0364] 

In Step S27, when the current game mode is judged to 
be the cooperative play, it is judged whether or not both 
the OK flag (PI) and the OK flag (P2) are 1 (Step S32). 
[0365] 

When neither of the OK flag (PI) and the OK flag 
(P2) are 1, "BAD" is indicated on the payer character, 

and the game player is judged to have failed in the 

button push (Step S33) . 
[0366] 

When the OK flag (PI) and the OK flag (P2) are both 
1, "OK" is indicated on the player character, and the 
button push is judged successful (Step S34), and 1 point 
is added to the cool point on the player character side 
(Step S35) • Based on the results of Step S33 and Step 
S35, the indication effect of success is made on the 
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image (Step S50) , and the judgment is completed. 
[0367] 

In Step S27 , when the current game mode is judged to 
be the competitive play, it is judged whether or not the 
OK flag (PI) is 1 (Step S36) . 
[0368] 

When the OK flag (PI) is 1, i.e., when successful, 1 
point is added to the cool point . of Player 1 (Step S37) , 
and Step S38 follows. When the OK flag (PI) is not 1, 
i.e., when unsuccessful, the cool point remains as it is, 
and Step S38 follows. In Step S38, the judgment result 
is indicated by "O" or "X" on the button 1 of the input 
judgment column of the main player on IP Side. 
[0369] 

Next, it is judged whether or not the OK flag (P2) 
is 1 (Step S39) . 
[0370] 

When the OK flag (P2) is 1, i.e., when successful, 1 
point is added to the cool point of Player 2 (Step S40) , 
and Step S41 follows. When the OK flag (P2) is not 1, 
i.e., when unsuccessful, the cool point remains as it is, 
and Step S41 follows. In Step S41, the judgment result 
is indicated by "O" or "X" on the button 2 of the input 
judgment column of the main player on 2P Side. 
[0371] 

Next, Step S50 (indication effect) of the flow chart 
of FIG. 29 will be detailed with reference to the flow 
chart of FIG. 30. The indication effect of Step S50 is 
for the assist pay and cooperative play. 
[0372] 

It is judged whether or not the input button on the 
main player side is ON (Step S51) . When the input button 
on the main player side is not ON, "X" mark is indicated 
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on the button 1 (Step S52) . When the input button on the 
main player side is ON, it is judged whether or not the 
button 1 has been pushed in good time, and the judgment 
result is indicated by "O" or "X" on the button 1 of the 
input judgment column (Step S53) . When the judgment 
result is "O", the effect is indicated on the character 
of the main player by i£ or others (Step S54). When the 
judgment result is "X", the effect indication is not 
made - 
[0373] 

Next, it is judged whether or not the input button 
on the sub-player side is ON (Step S55) . When the input 
button on the sub-layer side is ON, it is judged whether 
or not the current game made is the cooperative play 

(Step S56) . 

[0374] 

When the current game mode is not the cooperative 
play, the current game mode is the assist play. In this 
case, only when the result of the input judgment of the 
sub-player is "O", "O" mark is indicated on the button 2 
of the input judgment column (Step S57) . 
[0375] 

When the current game mode is cooperative play, the 
input judgment of the input button is made, and the 
result is indicated on the button by "O" or "X" (Step 
S58) . 
[0376] 

(Camera Action) 

The camera action of the game of the game system 
according to the present embodiment will be explained 
with reference to FIGs. 31 to 40. 
[0377] 

The visual point in computer graphics is also called 
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a virtual camera and is defined by 2 constituent 
elements , i.e., a position and a direction of view. 
[0378] 

In the description of the present embodiment, the 
position of view is one point in a three-dimensional 
virtual space defined by XYZ coordinates as the position 
of the virtual camera. The direction of view is one 
point in the three-dimensional space defined by XYZ 
coordinates as a focus of the virtual camera. 
[0379] 

As illustrated in FIG. 31, the virtual camera is any 
one of the leftmost position (PI) to the rightmost 
position (P9) with the position (P5) being medium. The 
focus of the virtual camera is any one of the positions 
between the leftmost position (Gl: the position of Witch 
Lover) and the rightmost position (G9: the position of 
Witch Berry) with the position (G5) being the medium. 
[0380] 

The virtual camera has 4 kinds of operations, (a) a 
tug-of-war camera action, (b) a camera action for a 
bonus, (c) a one-point camera action, and (d) a chase 
camera action. 
[0381] 

The virtual camera actions will be summarized with 
reference to the flow chart of FIG. 32. 
[0382] 

The position of the virtual camera is set at the 
medium of the front of each stage (Position P5) , and the 
focus is set at the medium of the depth-wise direction 
(Position G5) . In this case, the positions of the 2 
characters are respectively left and right of the center 
of the stage. 
[0383] 
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In the dance play, the tug-of-war camera action is 
made, depending on which side character has won (Step 
S60) . 
[0384] 

Then, with the virtual camera at the rightmost 
position (P9) or the leftmost position (PI), it is judged 
whether or not the bonus stage being a bonus time in 
which the virtual camera is positioned further outer 
based on a result of the play is played (Step S80) . 
[0385] 

In Step S80, when the bonus time is judged, the 
virtual camera moves along a track which rises helically 
around each character upward from below with the focus so 
set that all the periphery of the character is picture 

(Step S90) . 

[0386] 

In Step S80, when the bonus time is not judged, with 
the virtual camera positioned not at the rightmost 
position P9 or the leftmost position PI but between 
Position P2 and Position P8, the one-point camera action 
is made (Step S100) . 
[0387] 

In the one-point camera action, when tie results of 
the play continue, the position of the camera is shifted 
in accordance with the time table of the dance music 
upward to downward to any one of the upper position (head 
position) the middle (waist position) and lower position 

(foot position) the character (head position) . 

[0388] 

Then, in accordance with the dances of the 2 
characters, i.e., left and right and to and fro and 
diagonal motions on the stage, the focus of the virtual 
camera is shifted in accordance with movement quantities 
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of the respective characters to thereby make the chase 
camera action, in which the respective characters are 
chased (Step S110) . 
[0389] 

Then, the chase camera action in Step S110 is 
completed, or the rotary camera action in the bonus stage 
in Step S90 is completed, the virtual camera is set at 
the medium position (P5), which is the initial setting of 
the virtual camera, and the position of the focus is set 
at the medium position (G5 ) . Thus , the processing is 
completed. 
[0390] 

(Tug-of-War Camera Action) 

At the start of the game, the virtual camera is at 
the medium position (P5) , and focus is at the medium 
position (G5) . 
[0391] 

When the character on the left side wins, the 
virtual camera is shifted from the medium position P5 to 
Position P4, and the focus is shifted from Position G5 to 
Position G4 . Furthermore, when the character on the left 
side wins, the virtual camera is shifted to Position P3, 
and the focus is shifted to Position G3. At this time, 
oppositely, when the character on the right side wins, 
the virtual camera at Position G4 is shifted to Position 
P5, and the focus at Position G4 is shifted to Position 
G5. When the characters on the left and the right sides 
tie each other, the virtual camera and the focus remain 
at the current position. 
[0392] 

As described above, based on which of the character 
on the left and the right sides wins, the position of the 
virtual camera and the position of the focus are shifted 
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toward the side the winning character to form a camera 
image which closes up the winning character. This is the 
operation like the tug-of-war in which the virtual camera 
and the focus are pulled between the left and the right 
characters . 
[0393] 

The tug-of-war camera action will be explained with . 
reference to the flow chart of FIG. 33. 
[0394] 

When the dance battle is made, first it is judged 
whether or not Witch Love on the left side has won (Step 

561) . 
[0395] 

When Witch Love has won, it is judged whether or not 
the virtual camera is on the leftmost position PI (Step 

562) . When the virtual camera is at the leftmost 
position PI, the virtual camera cannot be shifted any 
left. The bonus camera action takes place (Step S90) . 
[0396] 

In Step S62, when it is judged that the virtual 
camera is not Position PI, then it is judged whether or 
not the virtual camera is at the rightmost position P9 

(Step S63) . When the virtual camera is at the rightmost 
position P9, the virtual camera is returned to the 
initial medium position P5 (Step S64). 

[0397] 

In Step S63, when the virtual camera is not at 
Position P9, the virtual camera is judged to be at one 
position between Position P2 and Position P8 and is 
shifted toward Love by 1 position (Step S65) . 
[0398] 

In Step S61, when it is judged that Love lost, it is 
judged whether or not Berry has won (Step S66) . When 
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Berry has won, it is judged whether or not the virtual 
camera is at the rightmost position P6 (Step S67) . When 
it is judged that the virtual camera is at the rightmost 
position P9, the virtual camera cannot be shifted any 
righter, and the bonus camera action takes place (Step 
S90) . 
[0399] 

In Step S67, when it is judged that the virtual 
camera is not at the position P9, then it is judged 
whether or not the virtual camera is at the leftmost 
position PI (Step S68) . When it is judged that the 
virtual camera is at the leftmost position PI, the 
virtual camera is returned to the initial medium position 
P5 (Step S69) . 
[0400] 

In Step S68, when it is judged that the virtual 
camera is not at the leftmost position PI, the virtual 
camera is judged to be at one position between the 
position P2 and the position P8, and the virtual camera 
is shifted toward the Berry side by 1 position. 
[0401] 

In Step S56, when it is not judged that Berry has 
won, the tie processing is made (Step S120) . Love is not 
judged to have won, and Berry is not judged either to 
have won, and the competition in the dance battle is 
even. In the present embodiment, however, the 

competition is not judged to tie, and the characteristic 
tie processing reflecting the above-described lucky 
colors obtained, etc. is made. 
[0402] 

The tie processing (Step S120) will be detailed with 
reference to the flow chart of FIG. 34. 
[0403] 
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First, it is decided whether or not the win is 
judged (Step S121) . A random number is generated by the 
CPU 101 of the game apparatus 1 to decide based on the 
random numbers whether or not the win is judged. For 
example, when the random number is even, the win and loss 
judgment is made, and the win and loss judgment is not 
made when the random number is odd. The probability of 
making the win and loss judgment may be higher or lower 
than the probability of not making the win and loss 
judgment or may be equal to the latter. 
[0404] 

In Step S121, when it is decided that the win and 
loss judgment is not made, the indication of tie to the 
effect that Love and Berry tie each other is made, and 
the processing of FIG. 33 is completed. 
[0405] 

In Step S121, it is decided that the win and loss 
judgment is made, the rules for judging the win are 
decided in Step S123. In the win and loss judgment, the 
win is decided based on a number of the lucky colors 
obtained. In Step S123, however, it is decided based on 
the random number generated by the CPU 101 of the game 
apparatus 1 whether or not the side obtaining a larger 
number of the lucky colors is the winner. 
[0406] 

In Step S123, when the win and loss judging rule 
that the side obtaining a larger number of the luck 
colors is the winner is decided, it is decided in Step 
S124 which of Love and Berry has won, based on the win 
and loss judging rule that the side obtaining a larger 
number of the luck colors is the winner. "Lucky" is 
indicated on the character of the winning game player. 
[0407] 
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In Step S123, the win and loss judging rule that the 
side obtaining a smaller number of the lucky colors is 
the winner is decided, it is decided in Step S125 which 
of Love and Berry has won, based on the win and loss 
judging rule that the side obtaining a smaller number of 
the luck colors is the winner. Lucky" is indicated on 
the character of the winning game player. 
[0408] 

It is possible that Step S124 and Step S125 are 
followed by Step S61 in FIG. 33, and here the virtual 
camera is shifted in accordance with the win and loss. 
[0409] 

In the present embodiment, the probability of 
judging the side obtaining a larger number of the lucky 
colors to be the winner is higher than the probability of 
judging the side obtaining a smaller number of the lucky 
colors to be the winner. With the points of both sides 
in the dance battle being equal to each other, usually 
the side obtaining a larger number of the lucky colors is 
the winner, but often the side obtaining a smaller number 
of the lucky colors is the winner. This makes the game 
players amusing in that they have obtained a small number 
of the lucky colors but may luckily win. 
[0410] 

(Bonus Camera Action) 

The bonus camera action will be explained with 
reference to FIGs. 35 and 36. 
[0411] 

The bonus camera action takes place in the tug-of- 
war camera action when the virtual camera is at the left 
most position PI, and Love on the left side has won, or 
when the virtual camera is at the rightmost position P9, 
and Berry on the right side has won (Step S90) . 
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[0412] 

FIG. 35 illustrates the shift of the positions of 
the virtual camera in the bonus camera action. The 
position of the virtual camera is shifted upward from 
below from below helically around the character 72a, 72b. 
The focus is set always on the character 72a, 72b 
irrespective of the position of the virtual camera. 
[0413] 

In the bonus camera action with the virtual camera 
at the leftmost position PI, the virtual camera is turned 
clock-wise upward from below helically around the 
character 72a. In the bonus camera action with the 
virtual camera at the rightmost position P9, the virtual 
camera is turned counter-clockwise upward from below 
helically around the character 72b. 
[0414] 

After the bonus camera action, the virtual camera is 
returned to the medium position P5, and the focus is also 
returned to the medium position G5 . 
[0415] 

FIG. 36 is the flow chart of the bonus camera 
action . 
[0416] 

In the tug-of-war camera action, the bonus camera 
action takes place in Step S67 or Step S62 of the flow 
chart of FIG. 33. 
[0417] 

First, the virtual camera is shifted to a lower 
position in front of the character 72a, 72b to be 
pictured, and the focus is moved to a position where the 
waist of the character 72a, 72b to be pictured is looked 
up (Step S91) . 
[0418] 
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Then, the Y coordinate of the position of the 
virtual camera is shifted upward (Step S92), and the 
position of the virtual camera is turned outward (Step 
S93) . Next, the position of the virtual camera is 
shifted so that the trace of the turn circle approaches 
the character 72a, 72b to be pictured (Step S94). 
[0419] 

Then, it is judged whether or not the position of 
the virtual camera has made one turn around the character 
72a, 72b to be pictured (Step S95) . When the position of 
the virtual camera has not made one turn around the 
character 72a, 72b to be pictured, the step is returned 
to Step S92. Then, the processing of Step S92 to Step 
S94 including Step S94 is repeated. When the position of 
the virtual camera has made one turn around the character 
72a, 72b to be pictured, the virtual camera is returned 
to the initial medium position P5 (Step S96) , and the 
bonus camera action is completed. 
[0420] 

(One Point Camera Action) 

The one point camera action will be explained with 
reference to FIGs. 37 and 38. 
[0421] 

In the tug-of-war camera action, when the virtual 
camera is judged to be at a position between Position P2 
and Position P8 and not to be in the bonus time, the one 
point camera action takes place (Step S100) . 
[0422] 

FIG. 37 illustrates the shift of the position of the 
virtual camera in the one point camera action. 
[0423] 

In the one point camera action, in the dance battle 
the position of the virtual camera is set at an upper 
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position (head position) , a middle position (waist 
position) and a lower position (foot position) of the 
character 72a, 72b, and in accordance with music, the 
position of the virtual camera is shifted suitably among 
the upper position (head position) , the middle position 
(waist position) and the lower position (foot position) . 
[0424] 

As illustrated in FIG. 37 (B) , the music played on 
the dance battle image contains timing data which 
commands shift positions (indicated by the p marks) of 
the one point camera action at a prescribed interval. 
The timing data is detected, and at the shift positions 
(p) the position of the virtual camera is shifted. 
[0425] 

As exemplified in FIG. 37(B), at the shift positions 
(p) , the position of the virtual camera is shifted from 
the middle position (waist position) sequentially to the 
upper position (head position) , the lower position (foot 
position) , the upper position (head position) , the middle 
position (waist position) and the upper position (head 
position) , ... 
[0426] 

Thus, in accordance with the music, the position of 
the virtual camera is shifted among the upper position, 
the middle position and the lower position, whereby even 
when the virtual camera is not shifted horizontally in 
the tug-of-ward camera action, in which both sides tie 
each other, the position of the virtual camera is shifted 
to thereby make the game image having dynamic changes 
which always amuse the game players. 
[0427] 

FIG. 38 is the flow chart of the one point camera 
action. 
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[0428] 

The timing data set in the music played in the game 
is read (Step S101) - It is judged whether or not the 
timing contains the command of the position shift of the 
virtual camera (Step S102) . When the command of the 
position shift is contained, the position of the virtual 
camera is shifted (Step S103) . In Step S102, when it is 
judged that the command of the position shift of the 
virtual camera is not contained, the position of the 
virtual camera is retained. 
[0429] 

(Chase Camera Action) 

The chase camera action will be explained with 
reference to FIGs. 39 and FIG . 40. 
[0430] 

In the dance image, the respective characters are 
dancing and do not have always the same positions. The 
respective characters are moving backward and forward, 
left and right and diagonally. In this state is made the 
chase camera action in which the focus of the virtual 
camera is shifted to chase the movements of the 
characters (Step S110) . 
[0431] 

FIG. 39 illustrates the shift of the focus of the 
virtual camera in the chase camera action. 
[0432] 

As illustrated in FIG. 39(A), when the characters 
72a, 72b move from Position CI to Position C2 while being 
dancing, the position of the virtual camera is not 
changed, but the focus of the virtual camera is shifted, 
following the movements of the characters 72a, 72b. 
[0433] 

As illustrated in the plan view of FIG. 39(B), when 
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the focus of the virtual camera is shifted, following the 
movement of the characters 72a, 72b, the visual field of 
the virtual camera is accordingly shifted, and the 
relative position between the characters 72a, 72b in the 
game image is substantially constant. 
[0434] 

FIG. 37(C) illustrates camera images formed by the 
chase camera action. Initially, the character is 

positioned right of the medium of the game image by the 
tug-of-war camera action (the uppermost drawing of FIG. 
37 (C) ) . When the character dances and moves, the 

position in the game image is shifted (the middle drawing 
of FIG. 37 (C) ) . However, the focus of the virtual camera 
is shifted by the chase camera action, whereby the 
position of the character in the game image is returned 
to the initial position (the lowermost drawing of FIG. 
37 (C) ) . 
[0435] 

In the chase camera action, with the quantities in 
the X-direction (length-wise) and the Z-direction (depth- 
wise) of the initial motion data set at zero, the focus 
of the virtual camera is shifted corresponding to 
movement quantities of motions of the dance of the 
characters 7a, 72b without being fixed to the 9 focus 
points Gl - G9. Thus, to the game players, the tug-of- 
war camera action can appear to be being made. 
[0436] 

In the chase camera action, in shifting the position 
of the focus of the virtual camera, simply following the 
motions of the characters, when the movements of the 
characters are active, the display range of the virtual 
camera is much vibrated. Accordingly, the shift of the 
focus of the virtual camera is corrected to be less than 



- 99 - 



the movements of the characters, whereby even when the 
movements of the characters are active, the game image 
can be stable. 
[0437] 

FIG. 38 is the flow chat of the chase camera action. 
[0438] 

At the start of the dance, the motion shift value is 
initialized to be at the middle of the state (Stage 
Sill) . The 2 characters are displayed substantially at 
the middle position of the game image. When the motions 
of the characters are shifted left and right in 
accordance with the advance of the dance, the focus of 
the virtual camera is shifted corresponding to the shift 
quantities . 
[0439] 

(Modified Embodiments ) 

The present invention is not limited to the above- 
described embodiments and can cover other various 
modifications . 
[0440] 

For example, in the above-described embodiments, the 
game cards with bar codes incorporated are used. 
However, as long as codes can be read, the code can be 
incorporated by other means. For example, cards with OCR 
letters incorporated, magnetic card, IC card, etc. may be 
used. 
[0441] 

In the above-described embodiments, game players 
compete by operating characters, and the win and loss are 
decided. However, in the game for little girls, deciding 
win and loss much stresses especially girls who have 
lost. Game player may not compete with each other. If 
game players compete with each other, they compete always 
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with computers, and the game develops in favor of the 
game player to thereby decrease the stress on little 
girls . 
[0442] 

In the above-described embodiments, game players 
compete with each other or with computers in the dance 
but may compete in other kinds of games . 
[0443] 

The above-described embodiments are explained by 
means of the so-called arcade game apparatus installed in 
game centers. However, the present invention is 

applicable to domestic game apparatuses, and game systems 
using personal computers, portable telephones, etc. 

INDUSTRIAL APPLICABILITY 
[0444] 

The present invention is applicable to various card 

game apparatuses, and is applicable not only commercial 

game apparatuses but also domestic game apparatuses and 

portable game apparatuses having bar code readers. 
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